
0 70992 06950 7 


ANDS-ON WITH 
HE YEARNS BIGGEST 
HUNE SHOOTER! 


D ESSENTIAL PC GAME REVIEWS 
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NO. I PREFER “JAGGIES.” 


With so many new online games hitting the shelves, you could spend a lifetime trying to 
figure out what to play next. Or you could take one look at World of Warcraft® powered by an 
NVIDIA graphics processor and let instinct take it from there. Rugged snowy peaks, mountain 
fortresses, harsh winding canyons. Zeppelins flying over smoldering battlefields. When you 
form an alliance with an NVIDIA GPU, every little part of the world looks as epic as it feels. 

For blazing performance and rock-solid reliability without the “jaggies,” nSIST on NVIDIA. 
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Intense Violence 
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BASED ON A TRUE STORY^ 

liwaiiwrn^^ ; 


|Real soldiers. Authentic battlef ields. True! 
[ombat. The lives of your'men are'^i^^^^haM 


\ War is helT- violent and bloody. Esqperience “ 
the unce^ored story of the Normandy invasion. 


Command 3-man A1 squadsin a battle of wits 
and skill in split-screen or inline multiplayer. 







Crude Humor 
Sexual Themes 
Violence 


WHAT ARE YOUR PLANS FOi 


ILLEGE? 
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rij^*re trademarta oTr 
1DIA Marks arc trader 


EXPANSION PACK* 


Will you make .‘em crack the'bdoks. rush Greeks and cruise to vafedictorian? Or make ‘em crash] 


parties, join bands and cheat their yvay to big Sim or» campus? From choosing pals to. tricking a pad, 
their future is up to ypu. Just watch the grades, or it’s back to living with the parents, eagames.com 


Challenge Everything" 






PlayStation.^ 


Mutate and experience 
amazing alien abilities. 


Intensify the action with 
online multiplayer combat 


unlike 










Chaos has erupted throughout the galaxy. As leader of an elite squad of 
Repuhlic Commandos, your mission is to infiltrate, dominate, and ultimately, 
annihilate the enemy. Your squad will follow your orders and your lead, 
working together as a team - instinctively, intelligently, instantly. You are 
their leader. They are your weapon. 
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Blood and Gore 
Violence 


Game Experience May 


During Online Pla^ 


IMPRESSIVE VISUALS AND 
PERHAPS THE SMARTEST , 
SQUAD Al EVER SEEN!"?$ 

- Gamelnformer Online . : 


INNOVATIVE 
SQUAD CONTROLS 

With intuitive and smart 
squad commands, the 
simple touch of one 
button easily controls your 
squad to perform complex 
commands and strategic 
maneuvers. 


BAHLE RELENTLESS 
ENEMIES 

With a dozen weapons to 
choose from, battle a variety 
of highly intelligent and 
deadly enemies - from brutal 
Trandoshan mercenaries 
to the flying insectoid 
warriors of Geonosis. 


MULTIPLE 
ENVIRONMENTS 
& MISSIONS 

Play over 15 levels of 8 
varied alien environments 
for a selection of unique 
single/multiplayer modes. 


PRELUDE TO 
EPISODE III 

Encounter new vehicles, 
locations and enemies 
from the upcoming film. 


www.lucasarts.com 


POWERED BV 

(^gamespy 
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■ COVER STORY 




IT'S OUR 

250TH ISSUE! 

As Kristen’s Nana used to 
say, “It's time to blow your 
doodoodoodoosi” Dust 
off those plastic party 
hats, people, and come 
on down memory lane 
with us as we recall 250 
issues of CGW. 


Jeff has been writing for CGW for 106 
issues in a row. It's time for the tired boy 
to take a nap. 


22 Letters 

Your barrage of letters has finally 
convinced us that we're not completely 
unloved after all. Oh wait, yes we are. 


This space could be wasted on 
any favorite quote from the Star 
Wars movies you all have 
memorized. But we figure that's 
been beaten over the head a few 
too many times. So instead, we'll 
let your imagination do the work, 
and just tell ya to go read our KOTOR 
II review. And while you're there, you 
might as well read Playboy: The Mansion 
and Need for Speed Underground 2. 


32 Radar 


82 Reuieuus 


What are you listening to when you play? If 
it isn't your MP3 collection, it's probably a lot 
of in-game licensed music. But are games 
the next MTV? Next up, we raid the show 
floors of CES and report back with the 
gadgets you'll want in 2005. Also, be sure to 
check out our exclusive chat with Michael 
“Sam Fischer" Ironsides. 


BATTLEFIELD 2 


ATTEN-HUT! About a year ago, we broke the news on 
Battlefield 2. Since then, additional news has come 
out about the weapons, destructible environments, 
and vehicles. Now, as the game finally nears 
completion, we report back for another tour of 
duty and the skinny on the most important 
part: communication and chain of command. 
Learn all about the experience 
system and the com- 
mander mode that 
puts you in charge of 
all your men. At ease! 


46 Preuieujs 


The Unreal Tournament guys are at it 
again with Pariah, their next big first- 
person shooter. We've also got new 
multiplayer details on the next Splinter 
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THIS MONTH 
ON 1UP.COM 


It. fe j- 


CGW.1UP.COM 

Ubisoft is one of the main sup- 
ports of the Canadian economy? 
Midway gets the Unreal Engine 3? 
Find out all of the latest industry 
news at 1UP.com. 


BOARDS.1UP.COM 

We love crazy, obsessed people. 
Really, we do. How else could we 
stand ourselves? But sometimes, 
things just go too far. 


KRISTENSS.1UP.COM 

Not that what 
she has to say is 
particularly rivet- 
ing (unless 
you like 
baseball and 
SpongeBob 
SquarePants). 
but we figure the 
only way to get 
Kristen to update her blog more 
than once every 200 years is to 
highlight it here. We're quite das- 
tardly. aren’t we.... 


OfPREUlEUUS 


Splinter Cell Chaos Theory 
Empire Earth II 
Imperator 
F.E.A.R. 

Ultimate Baseball Online 
LEGO Star Wars 


Project: Snowblind 


Star Wars Knights of the 

Old Republic II: The Sith Lords 

Playboy: The Mansion 

Need for Speed Underground 2 

Forgotten Realms: Demon Stone 

Medieval Lords 

Raging Tiger: The Second Korean War 
Legacy: Dark Shadows 
Return to Mysterious Island 
Dragoon 

Time of Defiance 
Tin Soldiers: 

Alexander the Great 
Sentinel: 

Descendants 
in Time 

Hearts of Iron II 


94 Tech 

Everyone wants an edge. That's why we’ve 
rounded up and rated the best game 
controllers out there. Plus, another solid 
IBuyPower PC that's priced to move. 

lOSChEck Out 

This month in Check Out, we delve deep 
into the dark minds of the CGW editors as 
they share the games that influenced their 
lives the most. 

■n4 Tom us. BrucG 

Tom and Bruce take our theme to heart and 
go retro with an oldie-but-goodie: StarCraft. 








www.FirstToFight.com 


..■ .•‘I 

Vou are the First tja.FighC^ a US Marine an the frontlmes of urban 
combat in Beirut. Lead a H-man fire team that eKecutes authentic Marine 
tactics. Moue aggressiuely, knoming your team giues you 3E0-degree security, 
and deuastate your enemies uiith precise air and mortar attacks. Experience a 
first-person shooter so realistic, the Marines use it as a training tool. 
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...you could also surrender your weapon 

expose your flanks and get spanked like thi 
wannabe poser you really are 



another machine... 

NEWInspiron’“XPSGEN2 

Take mobile gaming to a whole new level with powerful Intel® Centrino'“ Mobile Teclinology 



Pentium /f 



with an Intel® Pentium® M Processor and super-fast video-card performance, 


S6HVICE 

1-Year Limited Warranty* 
with XPS Telephone Support; 
1-Year Mail-In Service* 


HARD DRIVE 

100GB* 7200 RPM Hard Drive 


PROCESSOR 

Intel^ Centrino'' Mobile Technology- 
lntel‘' Pentium'^ M Processor 760 and 
InteP PRO/Wireless 2915 Dual Band 
Internal Wireless (802.11a/h/g) 


DISPLAY 

I?" UltraSharp'” Wide Screen 
UXGA Display with TrueLife'" 


OPERATING SYSTEM 
Microsoft^ Windows^ XP 
Home Edition 


GRAPHICS CARO 
256MB NVIDIA'- GeForce” 
Go 6800 Ultra PCI Express" 
x16 Graphics 


MEMORY 

512MB DDR2 SDRAM 
at533MH2 


OPTICAL DRIVE 
24x CO Burner/ 
DVD Combo Drive 


E-Value” Code: 
02763-D80329M 


D»U. 


Dimension™ XPS GEN 4 

Destroy your competitors with a super-fast Pentium® 4 Processor |3.20GHz) 
featuring HT Technology and a top-of-the-line video card from NVIDIA. 


PROCESSOR MONITOR SERVICE 

Intel’” Pentium'' 4 Processor 640 17“ Flat Panel Display (E173I 1-Year Limited Warranty* 

with HT Technology (320GH2. nnAt>mr.jnAfm Telephone Support; 

2MB 12 Cache, 800MHz FSB) dp. „ic 1-Year At-Home Service* 


PROCESSOR 

Intel’” Pentium'' 4 Processor 640 

with HT Technology (3206Kz, 

2MB 12 Cache. BQOMHz FSB) 

OPERATING SYSTEM 

Microsoff’ Windows'" XP 

Home Edition 

MEMORY 

1G6 Dual Channel 

DDR2 SDRAM 

HARO DRIVE 

250GB* SATA Hard Drive 


MONITOR 

17“ Flat Panel Display (E173) 
GRAPHICS CARD 
256MB PCI Express x16 
NVIDIA GeForce 6800 
OPTICAL DRIVE 
16x DVD-ROM Drive; 

16x Max CD/DVD Burner 
(DVD+/-RW*) 

SOUND CARO 

Sound Blaster"' Audigy’ 2 

ZS (D) Sound Card 


*2499 

or as lQwas$75/iiin.* 
E-Value” Codo: 




Some rigs have see-through sides and candy-coated finishes. Others have 
plastic robot heads sticking out of the top. But few can match Dell's elite Inspiron and 
Dimension gaming systems with their blazing-fast Intel' Processors. Dimension XPS has 
up to 4GB of dual channel DDR2 SDRAM, top-of-the-line graphics cards and impressive 
thermal management for keeping cool in the heat of battle. So it's up to you. You can try to 
intimidate your opponents witli a machine that looks like a carnival ride. Or you can choose 
a sleek XPS gaming machine and reduce them to a quivering, gelatinous blob. 

For more information on XPS products, visit dell.com/xp s. 


GET MORE OUT OF NOW. 


Shop online 03 
Shop by phone y 

{7 a.m.-ll p.m. CST) - 





For hearing/speech 

.v.l ■ vr^’ ■-! impaired: 1-877-DEU.-TTY 
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THE MATRIX ONLINE, characters, names and all related indicia are trademarks of and © Warner Bros. Entertainment Inc. (s05) 

Sega is registered in the U.S. Patent and Trademark Office. SEGA and the Sega logo are either registered trademarks or trademarks of Sega Corporation. 
WBIE LOGO; TM & © Warner Bros. Entertainment Inc. 

Developed by Monolith Productions, Inc. MONOLITH and the Monolith logo are trademarks of and © Monolith Productions, Inc. 











THE mflTRlX IS OniinE 

JACK in now. 


r/ie matrix Online la the future of the matrix, picking 
up right where the trilogy left off. The reuolution is 
ouer, but within the matrix a secret war still rages-a 
war of control between the machines, the Exiles, and 
the people of 2ian. Come Join the continuing storyline of 
the matrix where you decide who to oppose and what to 
bellcue. Only your courage and perseuerance can protect 
the legacy of Tieo's sacrifice, jack in. 


> Explore euery Inch of The matrix: mega Clty-the most 
realistic urban environment of any mmO. The 
entire city, including euery room of every building, is 
In play. 


> Escape character regret. Reconfigure your character's 
abilities and performance on demand. 


k Communicate with people In and out of the game In 
real-time using dOLB Instant messenger^ technology. 


> Defeat your enemies using devastating martial arts 
maneuvers and gunplay. Breakthrough mmD 
technology produces rich animations and hyper-kinetic 
battle sequences. 





I remember undergoing Ihe staff's 
forlurousnicknamirrg process. 
Among the catKfidates were 
"Spoon" (WifO'Neaf’sidea-f’m 
afraid to ask whYVAnimai." and 
“Beaker" (the latter two courtesy of 
Darren), t can deal willi Animal. Hey, 
anything's better than “Chim-(him." 


bored out of my mind, I grat 
rdD'IssiieUZoirthenewssI 
chose to read about Af/pAfd 
/to?^ratlierlhan lour the 
Wa^iington Monument Yep 
backth^lwashopefess. 


^ ^ Well, kids, we’re 2S0 issues old today! Funny, 

we don't feel a day over 200! It must be all 
those Pilates classes we’re taking. 

In any case, could it be any more obvious (or trite) to say 
that we've come a long way since that first issue in 
November 1981? Back when Russell Sipe founded this maga- 
zine, computer gaming was about as geeky a subculture as 
you could get— a new frontier for chess club geeks. 

Dungeons & Dragons players, board gamers, and other 
assorted misfits (a term I use with love, as I was one, too). 

This was who Computer Gaming World was made by and for— as the full pages of 
BASIC code in our early issues amply prove. 

It’d be easy to sink into mushy nostalgia and lament for days gone by. to wish for more 
"innocent” times, to harp grumpily about how things were better back then. But the 
truth is, I don’t really believe that. Yes. I have very fond memories of the "old days." 

When 1 took at old issues of CGW. 1 get jealous of the freedom we used to have— before 
everything became so insanely commercial and competitive— to put whatever the heck 
we wanted on the cover. But I'll take today's games over those from 25 years ago any 
day. Could any of us typing in commands in Zork 1 have even dreamed of the kind of 
sophisticated, beautiful games out today? 

This is my 106th issue writing and editing for CGW. Good god. I started here in July 
1996 with Issue #144. which featured Quake on an ugly puke-green cover. Since then. 

I’ve watched this entire staff turn over and the PC-gaming industry go through multiple 
ups and downs. The editor-in-chief back 


then was the great Johnny Wilson, a leg- 
end in this business, with more knowl- 
edge, clout, and influence than any of the 
rest of us buffoons who have followed— 
and don't think we don't know that. 

It's been a great ride. After 106 issues, I 
still love my job, So thanks for hiring me, 
Johnny, and thanks to all of you for read- 
ing all these years. It isn't game over yet. 

JEFF GREEN editor-in-chief 


YOUR FIRST CGW MEMORY? 


everyone’s eyes were glued to Iheir 
mon'itofs. SutkJenlY. a voke rang 
on II rvas Robert singing It 
Away” by Hie Red Hot Chill 
Peppers... in an Ethel HHman voice. 
In an instant, my heart was woa 


Happy Birthday to Us 

We look like a monkey, and we smell like one, too 


COMPUTER 


CAMIMC 


EDITORIAL DEPARTMENT 

Editor-In-Chief Jeff Green 
Executive Editor Robert Coffey 
Managing Editor Kristen Salvatore 
Senior Editor Darren Gladstone 
EdItor-at-Large Raphael Liberators 
Associate Editor Ryan Scott 

Intern Rebecca Gross 
DESIGN 

Art Director Michael Jennings 
Associate Art Director Paula Stringfellow 
CONTRI^mNG EDITORS 
Charles Ardai, r. Byrl Baker. Loyd Case. Tom Chick, 
Bruce Geryk Jeff Lackey. Raphael Liberatore. 
Thorras L McDonald. Scott Steinberg, Enk Wolpaw 
Founder Russell Sipe 
ZIPP DAVIS GAME GROUP 
President Scott C. McCarthy 
Editorial Director John Davison 
Creative Director Simon Cox 
Business Director Bill Daniher 
COPY DESK 

Copy Chief Tom Edwards 
Copy Editor Greg Ford 
Copy Editor Susie Ochs 

PRODUCTION 

Senior Production Manager Anne Mane Miguel 
Production Manager Monca Brent 
Asst. Production Manager Teresa Nev/son 

CIRCULATION 

Consumer Marketing Tracy Schultz 
Director 

Consumer Marketing William Michalopoulos 
Director of Retail Sales 
Internet and Partnership Chns Wilkes 
Marketing Director 

SALES 

Advertising Director Marci Vamaguchi 
TERRITORY MANAGERS AND ACCT. EXECS 
GAMING ACCOUNTS 
Bay Area and Northwest 
Mary Gray Regional Sales Manager 
Brent Martyn Account Executive 
Southwest 

Southern California and Arizona 
Rita Kline Account Executive 
East and Midwest 

AL. AR, CO. CT OE, FL. GA, lA, ID. IN, KS, KY, LA, MA, ME. 
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OR, PA, Rl, SC, SD, TN, TX, UT, VA, VT, WA, Wl, VAf. WY, 
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Ian Sinclair Regional Sales Manager 
Rita Kline Account Executive 
CONSUMER ACCOUNTS 
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Marc Callison Consumer Accounts Manager 
Candace Droz Account Executive 
Consumer East 

Matthew E Panken Regional Sales Manager 
Candace Droz Account Executive 
Automotive - Detroit 
Ken Stubblefield Regional Sales Manager 

1UP£OM 
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Senior Advertising Coordinator Tipler Ubbelohde 
Advertising Coordinator Monet Whitaker 
Administrative Assistant L.'nn Fortur^to 
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Jessica Rebeck l^mberiey Niceno 

MARKETING 

Marketing Director Rey Ledda 
Research Director May Tong 
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fcPJC fVlL CHALL€NC,eS ANCrCNT MAC, 1C IN A BATTLC THAT WILL DCCIDf TMC 
plITHRC Of A LCQCNOARY RACfe*. As THC PAST AND PRGSCNT CLASH. 
AsHCRON’S own LCC,AC*^' IS ATSTAKG. WiLL YOU HCGO THG CALL? 

http: / / ac2.tTirbincgames.com 


Because ujs haua tha extra papar 




BAD DOG! 

Thanks for bringing the Marvel lawsuit to 
our, the readers’, attention. This just goes to 
show that Marvel is no different than cor- 
porations like Disney-,,all it cares about is its 
stinking greed. 1 wonder what Stan Lee has 
to say on this particular Issue? Is this just 
the greedy company board and stockhold- 
ers pulling the strings on this? Personally, I 
don't believe that Stan Lee would stifle 
such creativity.,-but I could be wrong. 

So what's next. Marvel? Are you going to 
sue Mead for making notebooks that allow 
kids to draw likenesses of your precious lit- 
tle superheroes while they’re daydreaming 
about your comics in school? Sue little 
Johnny because he didn't give trademark 
references to your precious little superhero 
characters in his letter to Grandma on 
what he wanted for Christmas? 

Well, you can guarantee one thing. 
Marvel: The consumers that you market 
your comic books and movies to also play 
computer games and videogames. You’re 
snapping back at the hand that feeds you 
in more ways than one. We'll just have to 
leave you tied up in the backyard for a 
few days with no food and see how quick- 

Glenn Bruner 

We were 
tempted to 
agree with you, 
Glenn, but then 
we realized that 
Marvel isn’t 
protecting its 
intellectual 
property so 
much as it’s 
protecting us 
gamers from it. 
Thanks to the 
company's 
selfless litigation, City of Heroes fans are 
free from the threat of having to tolerate 
Forge, Sleepwalker, Power Pack, Puck 
from Alpha Flight, and Dazzler. 


ly your attitude changes! 



THE FIRST STEP IS ADMITTING 
YOU HAVE A PROBLEM 

When your magazine introduced me to 
Bookworm, I was forever hooked- It was 
quite possibly the most addictive game I 
had ever played— until World of WarCraft. 
WOW is so addictive that I have given up 
all other games to pursue my gnome war- 


The Life Aquatic 



T oday is the day after 

Christmas. As I was sitting 
down and installing Half- 
Life 2 on my computer, I 
ran into an interesting dilemma.,.. 

Was it my hardware? No, my brand- 
new $3,000 Vaio ran Doom 5 just 
great. It was my location. You see, I 
was loading my game onto my lap- 
top while standing duty on a $2 bil- 
lion nuclear submarine. I'm a single 
senior military man who plays a lot 
of games and is gone about 10 
months a year from my supercom- 
puter hooked into the wall at home, 
so I don't get the convenience of 
having an Internet connection at my 
disposal to log on to Steam and acti- 
vate the brand-new game that I just 
installed. There are a lot of military 
like me; We’re a mobile group with a 
lot of disposable cash— we buy 
games and computers. The majority of us liked Half-Life, but the majority of us can’t 
enjoy part deux because of the BS of making a Steam account just to run a game 
locally on our laptops while deployed. Out of our crew of about 150 on the submarine, 

I would say a good 60 percent are gamers. After I’d installed the game and figured out 
how I’d been duped, my CO made a tour of the boat to see how the guys were doing. 
He laughed when he saw Half-Life 2 sitting on the table— his wife had gotten him a 
copy also. He didn't laugh when I told him what he had to do to get it to work. Hope 
you got some good toys during Christmas. Mine didn't work. 

Danny Hager, U.S. Submarine Force, 
Apra Harbor, Guam 


We feel your pain, Danny, and because we hate to see anyone in that 
kind of pain, we’re sending you a copy of our Shooter of the Year, 
Painkiller. That should help take the edge off. 


lock and mine copper veins. This game Ladies and gentlemen, we have a 

will take over my life, "/train” rocks. winner..,and so many poor, innocent. 

Andrew Edelman faceless losers. 


HOMEWORK CHECK! 

Last month I pointed out to my wife how 
disgusting the thought of intern Rebecca 
Gross and Jabba's tongue was. A few min- 
utes later I was telling her about the letter 
from Bender844 suggesting that you give 
a topic for Letters every month and that 
you replied with this month’s topic: 

What’s that smell? Her response: 

"Probably that intern doing it with Jabba." 

Kevin Manning 
Alexandria, VA 


A FtNE LETTER...FOR US 
TO POOP ON! 

I was looking at the February issue when 
I came upon page 61, which has the 
Sound Imperial insert. After reading the 
paragraph. I noticed your last sentence: 
"Which button do you press to signal 
your parents to pick you up?" That is a 
direct quote from the DVD Late Night 
With Conan O'Brien: The Best of Triumph 
the Insult Comic Dog. Sorry, CGW, but 
that’s too lame, even for you. 

D. Grebence 


mail 

Piease grind up some 

In the words of Huggy Bear, you 

Add one old gamer lady to 

Bites 

Valium and put it Robert 

just moved up a notch in my book. 

your demographic. 

Coffey’s cereal. 

' —Gary Hermann 

—Carole Shleber 


—Benjamin Biiton 
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SEQUEL TO GAMESPY'S 2001 PC GAME OF THE YEAR 

www^empireearth2*com 




RULE AS NEVER, 
BEFORE WITH 
INTEL TECHNOLOGY. 


ElVaPIlRE 


EPIC CONQUEST 
EVOLVED 


Blood 

Violence 


Runs 


great 


50FTWARI 
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Yeah, you caught us. We hereby promise 
not to steal any more copyrighted puppet 
materiai. Your ietter reaiiy made a rainbow 
connection with us. 

HIS SATANIC 
MAJESTY’S 
REQUEST 

After reading the ietter 
by Sam Atherton in the 
February 2005 issue, i 
was compeiied to write 
a letter to y’aii address- 
ing the same subject. My mom won't 
aiiow me to have certain game tities that 
she deems inappropriate or "evil” {GTA). 
Can a PC game actualiy be evil? Does my 
mom have a valid ciaim that these games 
can damage my psyche? 

Elgrlngo 

Yes. But not in the way you think. The 
next time you load GTA, play the CD 
backward— you can cieariy hear the 
phrase “Turn me on, dead man” over 
and over, whiie on your monitor you’li 
see a fiaming devii skuii vomiting 
skinned kittens. So whatever you do, 
don’t do that. 

LI’L GENIUS FAN CLUB 

That was a heckuva Scorched Earth coi- 
umn [CGW Issue #248], but what struck 
me most was the Earl Weaver Baseball 
confession. I was working at a small 
weekly in Chula Vista, CA, and the sports 
editor turned me on to EWB. He had a Bill 
James Historical Baseball Abstract there, 
and 1 typed in the '76 Reds; he pulled all 
the stats for the '86 Mets, and we played 
five-game series, seven-game series, three- 
game series— Reds won every time! Drove 
the poor man right out of journalism and 
back to the green, green hills of Kentucky. 

I still have my EWB floppy around 
here...just no 5 1/2-inch drive to put it in. 
And would it even work on XP? Did 
anyone ever update it? 

Jim Trageser 

Robert still has his EWB floppies as well— 
for the Amiga. Proving once and for all 
that he is the biggest loser on staff, nay, 
on this very planet. 

A FRIENDLY REMINDER 

I just unwrapped the mailing package of 
my February issue of CGW to find it surgi- 
cally cut up into a weird trapezoidal shape 
and many of the articles unreadable. At 


first, I thought it was a new marketing ploy, 
perhaps from the same people that 
brought us the DVD debacle of 2003! 

Then I noticed the renewal notification and 
realized that this was a new marketing 
ploy, and the message was that the same 
kind of surgical removal of parts could 
accidentally happen to me. 

I'm sorry for the late renewal; I swear to 
God it's in the mail. I promise never to let 
my subscription even come close to laps- 
ing again. Please tell Jeff "The Don" Green 
not to send Robert "Vinnie" Coffey and 
Darren "Guido" Gladstone over for a visit, 
(Kristen he can send. If I'm gonna get hurt, 
at least I'll enjoy it!) 

Respectfully, 

Gene “Please Don’t Hurt Me” Juricic 

Good decision. 

Gene. We'd hate 
to have to start 
playing rough, and 
we'll be honest— 
we really weren’t 
looking forward to 
trying to stuff a 
whole horse's head 
inside the polybag. OK. maybe Robert 
was, but the smell of that head turned 
the rest of us off weeks ago. 


Department of Conections 

Whoops! In our Dungeon Siege II pre- 
view in Issue #248, we miscredited Gas 
Powered Games president/creative 
director Chris Taylor as the game's 
lead designer. Kudos to Chris, as well 
as actual lead designer, Kevin Lambert. 

We properly credited Vampire: The 
Masquerade— Bloodlines as our RPG 
of the Year last issue— we just didn’t 
give credit to the right people for the 
game. So take a bow, Troika, for your 
fine work creating the game, and hey, 
you take a bow, too, Activision, for 
publishing such a fine game. And 
hey, CGW, take a blow to the head 
for getting it wrong. 


Ye Olde Mailbag 

Here at CGW, we believe In free 
speech— which pretty much explains 
our paychecks. If you’d like to Join in, 
send us your pithy observations, 
urbane witticisms, sly compliments, 
and unhinged ranting to 
cgwletters(§zIffdavis.com. 

Operators are standing by. 




o 


As a fellow gnome warlock engineer, I laughed out loud about 
Eggbert’s exploits. I hated those troggs, too, until I leveled up. 

— Hakeswili, on the Garona server 
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MORIE WIEAPONS. BIOGRR I3ATTLIIS. LQUDIER 


Break out over 30 of the most technologically advanced assault tanks 

HELICOPTERS, HOVERCRAFT AND FIGHTER JETS, PACKING SURPRISES LIKE 
WIRE-GUIDED MISSILES AND LASER-DESIGNATED CRATER-MAKERS. 


gi:t promotions^T^ 

THi: IIXPIENSIE OF COWORKIERS 



A NEW GAME ENGINE MEANS YOU EITHER LEARN TO 
TELL COVER FROM CONCEALMENT, OR YOU WON'T LIVE 
TO RACK UP VICTORIES AND RISE UP THE RANKS, 

Coordinate attacks via Voice over IP and prove 
YOU'RE A leader IN NEW COMMANDER MODE, 



NO A(;iENI]A<>. 
vJUST AGGi;iE<>HION. 

These new hostilities aren't 

ABOUT PRINCIPLES OR POLITICS. 

It's PERSONAL, You AGAINST 
FRIENDS, COWORKERS OR ANYONE 
ONLINE WHO WANTS TO START 
SOMETHING NOISY. 



Gear up as the U.S., China or the Middle-East Coalition, Then declare 16, 32 or 64-fighter 

FREE-FOR-ALLS OVER MAPS OF CHINA OR THE MIDDLE EAST THAT SCALE TO THE SIZE OF THE MELEE- 


|Visitwww,esrb.org 
for updated rating 
information. 
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AMD^ 

AMDO 



Athlon'FX 

Athlon 1 


Provides leading-edge 32-bit performance for music, video, and 
games and is ready for future 64-bit software 

Improves security against certain types of viruses, with Enhanced 
Virus Protection for Microsoft^' Windows'^’ XP SP2 

Conser\'es power and operates quietly with AMD Coorn'Quiet’'*’ 
technology 


Unreal Performance 
Surreal Experience 



The only Microsoft^- Windows* • compatible 64-bit PC processor available today 




ABS* Recommends Microsoft* Windows* XP 


ABS® Ultimate M6 with SLI™ Technology 

AMD Athlon'** 64 processor 3500-f* with HyperTransport'** technology (Socket 939] 
Up to 2000 MHz System Bus 

The ONLY Windows-compatible 64-bit PC processor 

Microsoft” Windows™ XP Home Edition with Service Pack 2 

Asus A8N-SU Deluxe Motherboard for Socket 939 Processors 

with Gigabit LAN, Dual PCI-Express & SATA RAID Support 

1024 MB Corsair XMS Xtra-Low Latency PC3200 DDR SDRAM Memory 

Dual nVIDIA GeForce 6600 GT 128MB Video Cards with SLI" Technology Enabled 

Realtek ALC8S0 6-Channel On-Board Audio 

160 GB SATA RAID 0 Disk Array (2 x 60 GB Hard Drives) 

Cooler Master Blue/Sllver Case with Window Side Panel and Sound Pressure Device 
Antec Tt'ue S50W Power Supply for Extreme Power Reliability 
16X DVD-ROM 

16X Double-Layer DVD-t-/-RW DVD Recordable Drive 
' This modol number Indicates relative eoftware performance among AMD proceasore 


Ti?59 $1899 



November 2004 



UlHmale MS*^ 


January 2005 



DESKTOP PCs 
Ulfimate M5“ 


July 2004 


PC WORLD 


Best 

BUY 


Ultimate M6 



visit www.abspc.com 
or ca// 800.876.8088 

p 1 Year Limited Parts & Labor Warranty 
> Hours: Mon-Fri 8:30AM-5:3(^ PST 




PRE-ORDER NOW 


Guarantee your metal Limited Collector's Edition, with an 
extra DVD packed with cool content. Visit splintercell.com 
for more details. 


Play It On 

ubi.com' 


^NiOn ■rosoin 

CHfiOS TtiEORV 

Soundtrack composed by Amon Tobin 








IN STORES MARCH 31. SPLINTERCELL.COM 
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Frag to 

the 

music 


Record labels, game publishers 
see licensed music as booming biz 



Inside 




ound and music make up more 
than half of communicating a 
story, greater even than what 
you’re seeing.” Steven 
Spielberg said that about 
movies, but it also applies to games. As 
games increase in widespread acceptance, 
so has the impact of licensed music within 
them. Now games are becoming as big a 
pusher of pop culture as radio or MTV— if 
not bigger. And it's more than just a few 
game publishers that are seeing the results. 


BYouYe offioaly rich 
when the Btack Eyed Peas 
w9 sng h Simish for yoa 


licensed music with some success. Both 
Grand Theft Auto: Vice City and Grand 
Auto: San Andreas were released alongside 
specialized soundtrack box sets. The sound- 
tracks were a strong selling point for the 
game and a focus of critical acclaim, but 
that acclaim didn't turn into CD sales. Despite 
the millions of copies of the 
game sold, in the two 
years since Vice City's 
release, the '80s box 
set collection has 
sold only 30,135 
discs, according to 
Nielsen SoundScan. 

Maissa Dauriac, 
music supervisor at 
Syncope Entertainment, theo- 
rizes that the sales reflect the 
wrong sales mentality. "With a 
[videogame] soundtrack, you 
need to offer the audience an 
original song that is not available 
anywhere else but on that sound- 
track," she says. "The correct for- 
mula would be to follow what 
movie soundtracks have 
been doing success- 
fully for years." 

As the music busi- 
ness, Hollywood, 
and others continue to 
dip into videogames, the 
impact and importance 
of licensed music can 
only escalate. Or, as 
Schnur says, "The only 
rules are that there 
are no rules,, .and 
this is just the 
beginning." 

Q Patrick Klepek 


( “Getting on a game soundtrack can 
be as powerful as being added to a 
radio station’s playlist.” 


LICENSE LIKE ITS HOT 

EA and its EA Trax program have reshaped 
the licensing landscape, ushering in new busi- 
ness opportunities. "Our games— and the 
music in them— represent a lifestyle," says 
Steve Schnur, worldwide executive of music 
at EA. "They are what MTV used to be; being 
hip, being current, ushering in trends, and sin- 
gle-handedly creating 'cool,'" Powerful words, 
but when your company has NBA Live, the 
top-selling videogame soundtrack of all time 
(it actually earned a platinum record from 
Billboard In 2002) and can commission the 
Black Eyed Peas to rerecord an entire album 
in "Simlish," it's not entirely without merit. 
While licensed music typically caters to 
fans of a specific style, a game’s popularity 
spreads the music to untapped markets. 
Swollen Members, a Canadian hip-hop group 
featured on games from EA, Activision, and 
others, is a band taking advantage of new 
licensing opportunities. “The gaming commu- 
nity has been a great culture for us to be 


exposed to, and we've been lucky enough to 
have been embraced by the culture," says 
Prevail, the Swollen Members’ MC. 

Millions of gamers hear these artists, and 
Tim Riley, music supervisor at Activision, sees 
this as a captive audience, “Depending on the 
game, getting a spot on a soundtrack can be 
as powerful as being added to a radio sta- 
tion’s playlist,” he says. This comes from a 
company behind the Tony Hawk Pro Skater 
games, which always muster an eclectic mix 
of musical styles in their soundtracks— most 
recently with Frank Sinatra, Johnny Cash, and 
hip-hop artists sharing the same billing. 


NEW MUSIC MARKETS 

With this popularity shift, record labels see 
games as a new source of revenue, "In an era 
when downloading [music] has eroded 
record sales and independent record labels' 
corresponding marketing budgets, labels are 
being forced to look at creative, cost-effec- 
tive ways to market their product," says Kris 
Dirksen of Battle Axe Records, the label 
behind Swollen Members, "As the traditional 
outlets for selling music begin to weaken, 
artists and labels are going to be forced to 
embrace technology and find creative new 
ways to sell their music." 

Rockstar is another game publisher 
grounded in the notion that games and 
music are intertwined as parts of pop culture. 
Earlier GTA games broke new artists, and 
Grand Theft Auto III placed them on radio 
stations. The company’s subsequent sequels 
captured different eras and dipped into 
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Grand Theft 
Elecftoen- 
cephalo- 
gram 

A few scien- 
tists have 
taken a break 
from proving 
that videogames cause kids to 
murder each other in order to use 
our favorite pastime to heip treat 
attention deficit hyperactivity dis- 
order, or ADHD. A technique caiied 
neurofeedback, in which patients 
learn to alter and control their 
errant brain waves, requires partic- 
ipants to focus on a game while 
jacked in to some kind of wire- 
spouting brain harness. Enjoy the 
good press while it lasts. 



ally problem-free honeymoon peri- 
od, Blizzard’s massively multiplayer 
juggernaut World of WarCraft 
became a victim of its own massive 
popularity, with overcrowded 
servers leading to stunning lag and 
crashing issues. Though things 
appear to be fixed, for a while, 
Blizzard voluntarily slowed down 
sales of its game. 


> 

Resurrection of Evil, note that even 
the zombies have figured out how 
to attach a light to their clothes— or 
in this case, their blood-spattered 
hazmat suits. Also note that your 
futuristic space marine still has not. 


Doom J- 
CommcHi 
Sense O 

In the upcom- 
ing Doom 3 
expansion 
pack. 


CES 200B 

Report 

Rock out with your geek out 




he International Consumer 
Electronics Show (CES) in Las 
Vegas is great for a couple 
reasons, namely roaming three 
gigantic halls filled with gadgets 
by day and relentlessly gambling and 
leeching from friends’ expense accounts 
by night. Ahem. Anyhow, what should you 
be looking forward to in 2005? 

First stop: the games. CES isn’t neces- 
sarily a gaming showcase, although there 
seems to be more gamereiated stuff every 
year. Microsoft stuffed some PC games 
into the far corner of its mega- 
pavilion. Nvidia and ATI 
were also on the 
scene. Heck, 
even Fatality 
was pimping 
a branded 
graphics card. 

But we also found some crazy 
gadgets. Fatties, rejoice! The NeXfit 
BK-R3 is an exercise bike/controller for 
the PC ($1,800, www.nexfit.com). It's 
not the first exercise-type game on the 
market, but it looks cooler than the other 
options. Too bad riding a bike in front of 
a PC doesn't look cooler than, well, any- 
thing. And as if that wasn’t enough virtu- 
al-gaming-whatsits, the creators of 
OMotions-Golf were talking up 
their next project— due out in 
March— the QMotions-Baseball 
Active Game Controller 
(www.qmotions.com). Slip the 
sensor over your bat and try 
not to hit anything while you 
swing away. 

For those less willing to get 
up, we also came across some 
quality rumpshakers. Offering way 
over-the-top home-theater action 
the D-Box Quest (starts at a mere 
www.d-box.com). This expensive La-Z-Boy 
from hell is a plush leather chair with 


This recliner from hell 
will rock your body— and 
your tenk account! S 


What you are looking at 
is the next waikmaa But 
it plays games, too. Q 




Another classic brand is making a comeback. The Netherlands' Yeahronimo Media Ventures acquired the 
legendary Commodore brand to make...get this...MP3 players. The Commodore eVic 20-GB ships by June. 
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dard for movies (imagine having to buy 
the same movie twice so you can view 
it in your home theater and on the 
road), but the device still made believ- 
ers of us. The potency of a PlayStation 
2 in your hands is hard to argue against. 
Plus, the sturdy, sexy design could con- 
ceivably make it the next Walkman. On 
the other hand, you have the multifunc- 
tional Gizmondo. This game- and video- 
playing, picture-taking, message-send- 
ing GPS device will feature games like 
Conflict: Vietnam. OutRun. and the 
vaguely interesting GPS-based Coiors. 
On its own, it's a decent piece of tech- 
nology. but come late March when the 
PSP ships, you’ll likely never hear about 
the Gizmondo— or any other handheld 
gaming device— again. 

Other big trends at CES were on the 
digital entertainment front. PC and con- 
sumer electronics manufacturers are 
creating home media servers and client 
devices for watching your content while 
on the go. Archos' fourth-generation 
recorder, the AV430 ($800, www.arch- 
os.com), works like a portable TiVo and 
MP3 player. Not only can it play back 
shows and music, it can also record 
high-quality clips straight from a televi- 
sion, no computer required. It's even a 
wireless Web surfer! Want to leave the 
gadgets at home? Check out the 
Slingbox Personal Broadcaster ($250, 
www.sling-media.com). Plug 
one end in to your AV 
source (TiVo. DVD player, 
whatever), then hook up 
to the Internet. With a 
broadband connection, 
you can remotely control □ 


Tinally, a way to get off 
your butt (klr>d of) while 
playirtg PC games. O 




CES is 
becoming more 
game-reiated I 
every year. 


hydraulic actuators that actually vibrates 
and jostles you around as you watch 
movies and play games! More in tune with 
the gaming lifestyle is the slick new 
Pyramat rocking chair ($800, www.pyra- 
mat.com). which rocks, thanks to the 2.1 
speaker system built in to the chair, both 
figuratively and literally. Plus, it’s actually 
comfortable and well suited for lounging. 
Spherex, on the other hand, touted its 
RX2 chair, which houses a 5.1 sound sys- 
tem ($1,600, www.spherexinc.com). Any 
chair with a center channel aimed at the 
crotch is OK by us. The quirkiest and most 
affordable of this bunch, though, has to 
be the ButtKicker Gamer ($149, www.the- 
buttkicker.com). Attach this subwoofer to 
the center post of your desk chair and 
your posterior gets the workout of a life- 
time, thumping with every explosion and 
gunshot. And speaking of sound, Dolby 
was busy touting its Dolby Digital Plus 
technology. It can support 13.1 channels, 
which means your home-entertainment 
center will require 13 speakers and a sub- 
woofer to take full advantage of it. Next 
up; a speaker you can actually sit in. 


HANDOUTS 

A big gaming device on display was 
Sony’s PSP, the PlayStation Portable. 
Wp riniiht it<; HMD 


! f'-' Why let the U.S. Army have all the fun? Go to www.royalnavy.mod.uk 
: and play England’s military Web games. Happy 10th B-day, Bioware! t-s- 


Roger Ebert says, “Imagine 
a film in which Jackie Chan 
and Buster Keaton meet 
Quentin Tarantino 
and Bugs Bunny.” 
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A NEW FILM FROM THE DIRECTOR 
OF “SHAOLIN SOCCER.” 


OPENS IN NY & LA MARCH 18, 2005 ! 


OPENS EVERYWHERE APRIL 1, 2005! 


R 


Re»TRICTED 


HOUtliCO OF Sinoiio, MYIKEO i>l 
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There are plenty of good 
games out there beyond 
what’s on the PC. Whether you 
also own a PS2, Xbox, GameCube 
<or, In our cases, all three), we’re 
here to help. So, here's our pick for 
the best of the console games 
coming out this month. 


Two blades and a whole lot of death: 
That sums up this mythology-inspired 
action-platformer for the PS2. In fact, 
even this early in 2005, God of War 
gets our nomination for bloodiest 
hack-n-slash of the year. Expect no 
less from the twisted people behind 
the Twisted Metal series. 

In one area, we had to square off 
against a bunch of harpies. How do 
you take 'em down a peg or two? 
Hop on their backs and yank off 
their wings, then watch for the arte- 
rial spray. YAY! Family fun! Even 
though the PS2 is coming up on its 
five-year anniversary, the graphics 
and level of detail in the environ- 
ments are simply gorgeous. 

Not enough action for you? Also 
coming out is Devil May Cry 3 for 
the PlayStation 2. Both of these will 
show that the ol’ PS2 still has plenty 
of life and great games left in it. Q 



Dand view your shows from 
anywhere in the world. 

Other faves: Samsung’s 102- 
inch plasma TV that can actual- 
ly replace a wall in your house, 
and one hopeful guy passing 
out flyers about his Smell-O- 
Vision product for computers. 

By far the most high-tech gad- 
gets, though, were spotted by 
two crack reporters who wan- 
dered into the Star Trek 
Experience- After downing a 
Warp Core Breach cocktail from 
hell, we found the Datapad. It’s 
only an early prototype, but it 
promises to let you do things 
such as take digital notes and 
store all your important informa- 
tion, This handy device should 
be ready by the 23rd century, 

O Darren Gladstone 
and Libe Goad 


Record your 
shows, take ’em 
with you, and 
even surf the 
Web with thb 
iittle guy. O 



S in case you’ve been wondering why the World of WarCraft 
servers have had so many problems lately, someone at 
onepvp.com got to the bottom of it. We’re not 100 percent sure, 
but we think this is a shot of the Kilrogg server in action. 


In the midst of EA’s many acquisitions, 60 people at the EALA studio were surprised to get their pink slips. The L.A. 
office hosts EA Publishing, EA Trax, and mobile gaming. Spokespeople say it’s all in the name of restructuring. 
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Visit www.esrb.org 
for updated rating 
information. 


Your homeland is under siege. The Aluvion Queen and the r— p* 

Viamontian King rally their forces. Which side will you choose? 

http://ac.turbinegames.com musH?Hu 



TUBBtNE, Asheron's Call. Ajhuron's Call Darh Majesty. Asheton’s Call 2; Fallon Kings, TurBlne Engine, Asheron's Call: THronc of Destiny, ond Asheion's Call 2: Legions ate teglsletcd trademaiks ot Itadcmoiks ot 
Turbine. Ine. In tile United Stales ot other Jurisdictions. Station Publishing and the Station Publishing logo are trademaiks el Sony Online Entertainment Inc. All other trademarks are the properly ol their respective owners. 







CELEB CHAT 


The third time’s a charm 
for Michael Ironside, the 
voice of Splinter Ceil 
hero Sam Fisher 


F or many actors, the chance to 
' be the voice of a videogame 
character often comes after 
people start to recognize their 
face. But for Michaei ironside, 
it seems his role as the voice of Splinter 
Cell hero Sam Fisher is what’s led to his 
iong-overdue props. “It’s realiy inter- 
esting,’’ he explains while working on 
the third instaliment of the series, 
Splinter Cell Chaos Theory, “i’m not 
getting people with photographs to 
sign, i'm getting people who walk up to 
me and say, 'Mr. Ironside, can you sign 
this please?’ and it’s a copy of Splinter 
Cell. And it’s every social, economic 
layer of society— everyone from guys in 
three-piece suits with Gucci bags to 
some street urchin in Barcelona who 
could hardly speak English, just ‘Sam 
Fisher,’ ‘Mr. Ironside,’ y’know.’’ 

While some actors might be annoyed that 
they’re recognized more for a videogame 
than the numerous movies and TV shows 
they've done (which, for Ironside, include a 
whole slew of projects— Tofa/ Recall. 


SeaQuest DSV, V. Starship Troopers, and, 
our favorite, his role as Jester in Top Gun, 
to name but a few). Ironside seems to 
care more about the challenge than the 
compliment. "It's a wliolo new art form ' 
for me," he says of his role as a 
videogame hero's voice. "It scared 
the living s'" out of mo the first 
time I did it. I don't do well in 
sound booths; I'm more of a reac- 
tor, so I felt a lot of trepidation 
coming in. But I liked the chal- 
lenge, and now I'm starting to 
understand the format. I’m 
understanding the freedoms." 

Further keeping Ironside 
on his toes is that, from game 
to gome, the character of Sam 
Fisher has changed and evolved more 
than one would think, "In the first game," 
he explains, "there was a fullness of the 
character where we were trying a whole 
bunch of things: humor, anger, frustra- 
tion. In Pandora Tomorrow, he was angry 
and almost brutal. The brutality’s still 
there [in Chaos Theory], but I just think 
it’s now tempered with a certain amount 
of wisdom and a kind of an intellectual 
sarcasm. I also think Sam has a little 
more world-weary empathy for the peo- 
ple he’s running into this time. So it’s 
been a good progression," 

Does that mean, should the opportuni- 
ty arise, that Ironside would be interest- 
ed in playing Sam Fisher in a Splinter 
Cell movie or TV show? "Oh, I'd love to 
do it," he says. "I'd have to knock off 25 
pounds and get into shape, but it'd be 
worth it." Si Paul Semel 


Last month we knew some big things were In store for Take-Two games. We weren’t kidding! In a bold move, It has signed 
deals with FIraxIs, bought Visual Concepts away from Sega, and changed Its name to 2K Games. With more soon] 




38 ' 


woi n ij 








Sun»w<on Eccenlric Chs 


iar.ic(«„ To Do You, 
’^'^■‘W.oFindsTmps 


Dirty Work, 
..the Hard V/ft?- 


Le« A’ More I - Don’t DnUercin^,, Your Crafty Oppo««*'’^' 


• Your Snarky or Nice decUion* 
game for true replayabiliiy. 


^'’'tneed Attitude Systeio- 

‘^^aiige the course of th< 



■ .il * 







kV ^hT • 

... / KA:.<;>.^-fek 






I FIFItJflfl 


Classic 
Gaming 
Redux 


Got Game cleans out 
the classics closet 


you come in. 
visuals and an unusu- 
story have you crawling on 
decrepit building in 
puzzles. Yep, sure is 


Great 
ally 

San 

a far cry 
titles that 

BE»}Np THE SCEfiSi* rt ' 

And trj^e to most "Director's Cuts" and 
"Special Edition" treatments that come 
out for home video, the game features 
several hours of goodies that make it well 


worth the S20 admission price. Making-of 
documentaries highlight auditions and 
brutally honest inte^f^s, and the disc 
also houses 311 the creegy FMV movies, 
along with an optional commentary track 
with pro^bce^lex Louie. There's even a 
, - ^ciea^nts section that'walks you through 

' ' ;v.-r^h&;,more difficult puz^es-ig the game. 

^{Takethat, GameFAQs.com!) Will the band 
' ■ get back together for a Bad Mojo 27 
Nobody knows for certain, but if you miss 
the glory days of adventure gaming, your 
collection is incomplete without Bad Mojo 
(Redux). fa Darren Gladstone 


these daysi 


E very day in the office, we wax 
nostalgic about the classics, 
games that, back in the day, fired 
the imagination so much that we 
still talk about them. Thanks to 
Connecticut-based Got Game 
Entertainment, the talk Is over and you 
can dig into at least one of the more 
obscure classics from 1996; Bad Mojo. 
This redux treatment Is a pixel-for-pixel 
re-creation of one of the more out-there 
and original ideas from an era of really 
inventive games, now optimized to run 
on modern machines, 
in Bad Mojo, Mad scientist Roger Samms 


i 


OTHER GREAT GAMES IN REDUX 

Lots of games are already being optimized for Windows XP— but tiiere are still other comebacks we crave 

GAMES WE WANT OPTIMIZED! 

WHAT rrS ABOUT 

AVAILABIUTY/COST 

WHERE? 

Grand Theft Auto 1 & 2 

Murder, mayhem, and carjacking in glorious 2D! 

Yes/Free 

www.rockstar 

games.com/classics 

Sam & Max Hit the Road 

Graphic adventure meets surreal comedy 

Yes/Free(lsh) 

A free XP-hlmdiy 
version ix'nnoted 
Anried and Daigerous. 
it’s out there somewherel 

Underneath a Steel Sky 

Classic cyberpunk at its finest— and free-est! 

Yes/Free 

www.revolution.co.uk 

Bnricen Sword 1 & 2 

TWO great, highly stylized graphic adventures 

Yes/Free 

www.revolution.co.uk 



GAMES WE WANT OmMIZQ)! 


WHAT rrS ABOl/T 


AVAiLABIUTY/COST 


Crusaden No Remorse 


Puzzle-solving and death-dealing action 


Nope 


Dungeon Master 


A classic RPG. Think Wizardry, but pretty 


Nope 


I [|l^u^l^ i ''' Loose lips sink ships. News of Myst VI' End of Ages, the final Afystgame, leaked out recently, so expect more pretty pictures. 
i Europe’s VP of marketing and sales let slip info of a 5/ms-based TV show that is currently being discussed. 
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Alcohol Reference 


Fantasy Violence 
Mild Language 
Sexual Themes 



^ 01 \rWc. 

I ^ J X ■ J Lookitig back at the way we 


Lookitig back at the way we were 


It’s burning a hole in your pocket Go spend it 


- V , . I ; JMUSIC 

I I • ■•'I < , I y/ijj u/n-iii vm/ 

« ^ I j IJaiU-i 

'THE STILUS^ $12, 

"X "v T'f ' \ WWWAMAZONXIOM 

I \ L. No, this is not some 

'• lame cover of 

Interpol. The Montreal-based band draws 
from the likes of the Cure, New Order, U2, 
and Radiohead to craft a good, mellow, 
nonwhiny rock CD. After all, you don’t 
always need music to kick you square in 
the gut, do you? Drop in the disc, hit play, 
and listen to "Lola Stars and Stripes" and 
"Gender Bombs." 


4 


mm A 

■m v'jujjjA 

J-JiijW'jVyj' '/'jij 
r;y4/]; u£jy^yy 

1 $14, 


► WWWAMAZON,COM 

, — ; L • . 1 ..ooj. t |v)ore of a pop-rock 

band than we’re used to. Bowling for 
Soup has a bunch of catchy tracks in that 
Sum 41 way— but with a Texan twang. The 
song you've likely heard on the radio, 
“1985,” may be a little overplayed but Is 
still a sign of good things to come. Also, 
a shout-out to CGIV alum Jason Babler: 
“Ohio (Come Back to Texas)" is for you. 

- - - JDVD 

_ ,, VyJilJjJy xJjiJjj 

___ $18, 

WWW.AMAZON.COM 

■' Protect ya neck, 

^‘.v. ' 1 /; > grasshoppal This hip- 

j hop kung fu flick is 
loaded with fighting, 
lots of crazy special effects, and an all- 
star cast handling the voices. Andre 
3000, Lil Jon, Snoop Dogg, Method Man, 
Tracy Morgan, and Pat Morita head up 
this MTV-fueled dub of a slick flick taking 
place in one messed-up high school. 

MARVELCOMICS.COM 

enHBl^KQS We put our annoyance 
with Marvel back up 

^ minute. Here’s an 

awesome new comic starring one of the 
more underrated superheroes out there. 
Black Panther, is the mystically super- 






JCUBIST 

!::ijjja£5 

$15, WWW. 
CUBEnOURESXOM 
Being a corporate 
drone is funi Create 
. your own soulless, 
n»m-m n loveless workplace, 
replete with nondescript cubes. Each set 
has one 2-3/4-Inch posable plastic figure 
and all the de rigueur corporate items, 
including computers, charts, graphs, and 
TPS forms. Heck, you even have the abili- 
ty to create you own useless business 
titles— just like in the real worldl Darren 
just appointed himself vice president of 
janitorial services of his new micro Ziff 
Davis office. 


COMPUTER 

GAMING WORLD 


powered leader of the Wakandan people. 
Here's the crazy part and why we've 
gotta give this comic a shot: The writer 
worked on the House Party films! High- 
top fades for everyone! 

S^V' COMICS.COM 

I - 5 > ' / . You've heard of the 

^ mlniserles, but a maxi- 
» ^ series? Wei), brace 

yourself for one of the most ambitious 
storytelling efforts In comic-bookdom. 
Spanning centuries and 30 issues, the 
series links together several short stories 
that tell about the Sheeda, an evil force 
returning to harvest the Earth. Our only 
defense is these “Seven Soldiers" of leg- 
end-seven people who must save the 
world...without ever meeting one another. 



I f.' $30, WWW. 

HOLLYWOODIS- 

CALUN6XOM 

Yes, folks, you can 
' ' finally put a price on 
fame. For a mere 30 bones, you can get 
B-list celebs to call your crib and wish you 
a happy birthday, or just make a quick 
crank call. That's right, Lorenzo Lamas 
and Todd Bridges are a mere 10 digits 
away. It's the perfect gift for the lonely 
nerds who have been waiting to hear back 
from Erin "Col. Wilma Deering" Gray ever 
since sending that fan letter In 1981. Sigh. 


0 Thanks to a 
drunken 
Captain 

Hazelwood, the 
Exxon oil tanker 
Valdez had just 
run aground, and 
organizations 
around the world 
were scrambling 
I to contain the damage. Thousands of 
I students were starting to rally in 
I Tiananmen Square. Milll Vanilli’s “Girl 
I You Know It’s True’’ was lighting up the 
I pop charts (God help us). Black Knight 
I 2000 was being set up in local bars for 
I all the pinball fiends. But who cares 
about the rest of the world? What was 
happening in CGIV? 

Six glorious 
pages detailed a 
"Computer 
Cavalcade of 
Sports.” You 
remember when 
people still made 
I sports games for 
I the PC, right? You 
1 know, stuff like 
Rich Tauber's Bass Champ, the 
wrasslin’ game Take Down, and Winter 
Challenge. Electronic Arts even sig- 
naled the beginning of the dreaded 
"EXTREME” sports trend with Kings of 
the Beach (replete with this eye-bleed- 
inducing Day-Glo ad). 

A seriously detailed review and 
strategy guide for The Magic Candle 
laced most of the issue, but the line 
of the month, without a doubt, 
comes from a review of Activision's 
F-14 Tomcat: “Miramar, Miramar, o 
the wall." Wow. 


$3, WWW.WILDSTORM.COM 

Teenage angst. We love it! Screw Smallville, 
The O.C, and all that pretty-boy stuff you 
see on TV. We want to know how a whole 
high school dedicated to superheroics ticks. 
Dating, drama, destruction. You'll dig it. 

_)CARBO LOAD 

Clin ui 

$2, WWW.PRIN6I.ES.COM 

Maybe it's the hypnotic handlebar mustache 
of Mr. Pringle. Then again, maybe it’s the 
cardboard-like taste. Either way, relish the 
snacky joy of these crack-laced chips. 

We do, working on every Issue. 


Pocket Change: $.00 


COi^P'UTEP.GAMlilSV/Or'LD 





Blood and Gore 
Strong Language 
Violence 


New Twist On Classic Multi-player Action 
with vehicles and upgradeable weapons in 
Capture-lhe-Flag, Death Match and Team Death 
Match plus the all new Front Line Assault 
and Siege modes t 
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Language 

Violence 
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TOMORROW'S WAR HAS BEGUN 

atari.cDm/actofwar 


"Based upon my experience, this 
game is the best representation 
of the terrorist threat/military 
response matrix." 

-Gen. Barry McCaffrey, USA IRet.1 


ATARI 






I 



Preuleujs 



O If you're looking for a 
good plot, Pariah just 
might deliver. 


O Both the single-player 
and multiplayer game 
modes feature several 


vehicles. O Toastyi 


O Pariah’s single-player 
mode is a desperate 
fight for survival. 
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After taking 'BS.A.R.’s 
■: multtplay^r.fqr.a . ?piny . 
.and-we're;afj'aid... 
Yery.Bfraid.- • .■ 




Pfister chats with 
' Eidos about its 
upcoming shooter. 



Braun. Not even James Schmalz, creative 
director behind the upcoming FPS Pariah. 
But before relishing this sweet victory, let’s 
get up to speed— for starters, what’s so 
great about Pariah, anyway? 

WAR CRAFTING 

The "big deal" bullet points go beyond the 
usual gee-whiz graphics, Havok physics, 
emergent A.i„ and purty explosions. Oh, 
those are all definitely well-represented 
here.,.but Pariah takes an extra step by let- 
ting you craft weapons to your own tastes. 

Throughout the game, you’ll find nine 
base weapons— rifles, lasers, shotguns, 
and so on. At various points, you'll acquire 
weapon energy cores (WECs), which 
allow you to mod your gear. The catch: 
There are only so many WECs in the game 
world, meaning you'll need to decide 
which weapons to amp up. In the single- 
player game, a weapon can be upgraded 
three times. Leveling up the frag rifle, for 
example, allows for faster reload times, 
while the second improvement is a dam- 
age-heavy magneto concentrator, and the 
final upgrade packs even more punch. 


It's set in the year 2520 and features an 
intricate plot with a definite survival 
vibe. Combat medic Jack Mason and his 
quarantined patient are shot down over 
a prison planet called "Earth," and it’s up 
to you to help them escape. 

A highly modified Unreal engine is 
being put to good use in the game’s 
lush environments, lacing up a whopping 
18 single-player levels. There are also 
several interesting scenarios, such as an 
entire level that puts you in a tense vehi- 
cle chase. Another is an aerial show- 
down, with two side-by-side dropships 
racing to blow each other out of the sky. 

ALL ABOUT THE FRAG 

Multiplayer is, obviously, pretty frantic. 
Weapons can only sustain two upgrades 
here, but you'll be able to snag fallen 
WECs as you rack up frags. The middle 
mouse button opens an upgrade menu, 
making it quick and easy to craft cus- 


few premade items, alter the terrain, 
then jump in to see what works. There’s 
even an object limiter that prevents 
dumbass designers from killing framer- 
ates with excess clutter. 

Multiplayer Is the usual cannon fodder: 
deathmatch, team deathmatch, and 
assault. First, you'll pick a class, which 
determines your loadout. Then it's time 
for action! Four vehicles from the single- 
player game also carry over for the 
times when a BFG just isn't enough. 

My first match took place in an aquatic 
base, and my plasma gun required a pair 
of protective goggles to offset the 
beam's blinding blasts. It wasn't pretty— 
but it was close. Later, open terrain and 
much sneakiness allowed li’l ol' me to 
own the allegedly natural-born killers I 
was pitted against. Better luck next 
time, kids. Q Darren Gladstone 


The UJorcHkEEa 


I Paries level editor simplifies the process 
for the programming-deficienL 
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FORCED VOCAlI 


With a staff list that totals 
roughly 250 names (including 
those working on the console ga 
versions), three distinct game modes^j 
and a new open-ended single-player^^ 
game, Splinter Cell Chaos Theory is 
Ubisoft’s most ambitious project 
And while it features improvements ovej 
last year's Pandora Tomorrow, Chaos . } 
Theory’s new co-op mode is its creative 
lead horse. Check out a few of the coop- 
erative moves that are in store. • 


COMMUNICATION 


aPUBLISHER: Ubisoft DEVELOPER; Ubisoft GENRE: Stealth Action RELEASE DATE: March 2005 


It pays to 
watch your 
partner’s 
back. 


As usual, you can rappel down the side 
of a bullding...but rather than securing 
yourself to a pipe on the roof, you can now 
leave the rope management to your part- 
ner. As you descend, your partner can move 
arpund on the roof, leaving you free to 
avd«d obstacles. The trick here is that he 
can’t see what’s going on below— so you'll 
have to maintain constant communication 
In order to reach your target destination. 


" " Beginners may think that this exam- 
ple Is as simple as cooperating to activate 
a pair of retinal scanners— but Splinter Cell 
veterans know It’s a little more complicat- 
ed than that. The single-player game finds 
you grabbing guards from behind and 
forcing them onto the scanners...and there 
is at least one co-op situation in which 
both spies will be required to pull the 
same maneuver In sync. 
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SINGLE-PLAYER MODE 

Eager for more Sam Fisher? Here’s a peek at the first single-player level 



Q You’ll Insert yourself Into die enemy complex Q As always, staying still and silent will help you 
via a series of darit caves. Night vision Is a must get the jump on your adversaries. 


• * 


■ 4 : ; . ^ 

lU Sneaking up on one of the unsuspecting 
guards provides some much-needed recon for 
die mission at hand. 
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Theory 



II 




; one may be stretching the 

' boundaries of stealth gaming-> 

but hey, Splinter CelPs multiplayer has 
never aimed too high with the realism. 
The tomoenage, or "circle throw," is a 
]udo move In which one person grabs 
the other, sticks a foot into his chest, 
and rolls backward on the ground, 
sending his partner flying. You’ll use 
this move to throw your partner 
across large gaps. 


Yeah, you probably saw this one com- 
ing a mile away. This technique has one 
spy holding a rope while the other . 
glides silently Into the heavily secured 
room below...ju6t like In the movies! 
Like the rappelling maneuver, this 
move requires steady voice communi- 
cation, as each spy will have a different 
view of the action. 


As you might 
guess, success 
revolves around 
constant 
teamwork and 
communication. 


One of the simplest co-op tech- 
^ niques Is to work together as you 
climb up ledges: Have your partner boost 
you onto a higher platform, then reach 
down and pull him up behind you. This 
move enables spies to gain leverage by 
taking the high ground— and to make 
hasty escapes by taking routes that ene- 
mies can't follow.^ Matt Leone 


line uuord: boost pull 



- Q The man you’ve been ordered to rescue Is 

j I being tortured and Interrogated by enemy 53 Just one more guard between you and the 

Q Lights out! forces. Looks like a pretty grisly situation. hostage. But have you reached him In time? 
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Empire Earth II 

Same song, simpler verse? 


D magine an RTS that’s streamlined, 
distilled down to some basic prin- 
ciples. Big Huge Games’ Rise of 
Nations, for instance. Now imagine 
an epic sprawl of rules, powers, units, 
and resources. Stainless Steel's Empire 
Earth, for instance. Imagine trying to 
reconcile these two approaches Into 
the apparent paradox of more stream- 
lined sprawl. This is what Mad Doc 
Software seems to be doing with 
Empire Earth il, a complex but man- 
ageable RTS for players who aren’t 
afraid of a lot of detail. 


K.I.M.S. 

It's easy to picture the developers at 
Mad Doc putting up signs around the 
office that read, "Keep it manageable, 
stupid!" They seem determined to pre- 
serve the immense amount of variety in 
Empire Earth without heaping it up into 
a mountain of stats, resources, units. 



and the deluge of other features that 
buried the original game under a mud- 
slide of micromanagement. 

For instance, you’ll have dozens of 
peons in a typical game of EE2. In addi- 
tion to building, your workers harvest 
four basic resources, two epoch-specific 
resources, tech points from universities, 
and bonuses from city centers. And 
they do it across the multiple territories 
that comprise an EE2 map. 

STOP TOUCHING ME 

It sounds like an exercise in herding cats, 
but Mad Doc has created a simple cen- 
tralized interface— you can manage all 
your peons with a few clicks on the main 
screen. Do you have a surplus of lumber 
and a shortage of gold? Hold the cursor 
over the resource display and you'll see 
exactly how many peons are harvesting 
each resource. Just left-click lumber a 
few times to "pick up" some citizens and 
right-click on gold to "drop" them 
there— you’re done! There’s also a 
detailed full-screen map available if you 
need to fine-tune your peon placement. 
In fact, you can play through an entire 
game of EE2 without once clicking on a 
worker to tell him what to harvest. 


AGE OF SALTPETER 

Another unique element is the way the 
epochs progress. The game’s 15 epochs 
range from the Stone Age to the mod- 
ern day, topped off with a vaguely sci-fi 
themed epoch. But unlike any other 
age-driven RTS, this isn’t necessarily a 
race to the finish line. 

Each epoch has a set of 12 technolo- 
gies; you have to research six of them 
before you can "buy" the next epoch, at 
which point the six unresearched techs 
will be lost to you forever. So there’s a 
trade-off between maximum efficiency 
and the speed of your advancement. 

Furthermore, some resources are 
replaced as you progress. For instance, 
when you change from epoch IX to epoch 
X, iron is phased out and saltpeter is intro- 
duced. If you’ve stockpiled a lot of iron, you 
might as well spend it on your military 
before you age up— or dump it on the mar- 
ket, making it easier for players who hang 
back to buy it up for their military. And 
then you're going to have to make sure you 
can secure whatever sources of saltpeter 
appear on the map.. .all without ever having 
to click on a single peon. Q Tom Chick 

CLICKY-OTOM V ^ 


■ Unlike any other age-driven RTS, this 
isn^ necessarily a race to the fini^ line. 
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Intense Violence 
Strong Language 
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I irrational 
|games~ 





WHEN LIVES ARE ON THE 


R CRY FOR HELP. 


R CRISIS 5ITURTION 


You are called to lead an elite squad of tactical 
It's life or death. 


Lilith no other □ption 


sujrwhe^lrst line of defense 





LINE... St U 
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HEROES UJRNTED 


UNPRECEDENTED 
LEVEL OF fiUTHENTiClTY 


. SUJRT^CTICS 
RND TERWUJDRK 
ON m LEVELS 


SPECIAL’ WEAPONS AND TACTICS 
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a Mythic’s next foray into the massively multiplayer market is stiil over a year 
away, but If It’s anywhere near as good as Dark Age of Camelot, It should be 
well worth the wait. Z/npe/ator thrusts players into a dark alternate future, where the 
Roman Republic and the Mayan Empire wage a bloody war of intergalactic propor* 
tions. Here we see a group of Roman legionnaires battling It out in a debris-strewn 
area known as Thrtarus. Located on the planet of Hades Prime, Ihrtarus Is a former 
Republic dumping ground for wrecked cars and spacecraft. We don’t quite know 
what these legionnaires are firing at, but Judging from their gear, we’re pretty sure 
they would clean up In any gladiatorial arena. They’re armed to the teeth, sporting 
massive chain guns and plasma swords— not to mention some pretty badass armor 
that puts that crappy Russell Crowe movie to shame. 


8PUBLISHER: Mythic Entertainment DEVELOPER: Mythic Entertainment GENRE: MMORPG RELEASE DATE: 2006 






PREUieUUS 
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Q A bridge far enough. 


Q The detafled fimpnne . 

Earth engine does it again! 

O What’s Empire Earth without a touch of schfi? 
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I Ta^nworic and tactical decisions affevi 
your score ^ist as prominently as 
tiedowns atid head shots. 


A SLOW BALLET OF DEATH 

What really got our hearts racing~and our 
blood-pressure medicine prescription 
increased— was the slow-mo mode. Or, if 
you're the designers of Max Payne, "that 
bullet-time design we nicked from The 
Matrix!' This mode has you running 
headless-chicken style around 
the compact and bijou 
levels in search of a 
blinking device. Picking 
it up activates a slow-mo 
bar, which you can fill and 
trigger to bring the entire 
game to a screeching halt. ..or, 
at least, down to one-fifth reg- 
ular time. You'll have a slight 
speed advantage over the opposition 
while the effect lasts, which makes it 
an especially sound tactical strategy. 

Gimmickry aside, this looks to be 
a novel way of implementing a 
gaming effect more played out 
than bloom lighting. Whether it 
will be enough to wrench the 
fragsters away from Counter-Strike 
Source and Call of Duty remains to 
be seen. C- David S. J. Hodgson 


E ver since hordes of psychotic 
monks expioded in satisfyingiy 
fleshy chunks in Blood way back 
in 1997, there’s been an untapped 
underbelly of horror-based first-person 
shooters Just waiting to be cut open and 
reinterpreted by developers from the 
Silent Hill school of game design. After 
bathing in goat’s blood in preparation for 
hours of hands-on multiplayer F.E.A.R. 
action, we were surprised at how much the 
game’s online portion relies on tried-and- 
true gaming staples to instantly addict 
you, instead of resorting to shock scares. 


SCARE TACTICS 

Monolith has crammed a triad of addictive 
innovations into the eight-level multiplayer 
mode; gob-smacking visuals, a fine balance 
between arcade gaming and tactical strate- 
gy, and good old-fashioned gimmickry. For 
starters, the Havoc engine is at work here, 
meaning that the game can throw rag dolls 
around, create visual filters for obscuring 
smoke after explosions, and clip bits off 
walls, all of which have direct effects on the 
tactics you'll use. Heads will fly, and arterial 
sprays can patter the ground with crimson. 

But there's method to this multiplayer 
madness, with teamwork and tactical 
decisions affecting your score just as 
prominently as takedowns and head 
shots. Speaking of takedowns, we got to 
fire off a great assortment of weapons— 
the regulation assault rifles and shotguns 
were pretty cool, but the nail gun (pin 
dead foes to walls!) and the plasma can- 
non (it's the Quake rail gun— but prettier!) 
were the coolest of the bunch. 


52 COMPUTER GAMING WORLD 





Blood and Gore 
Intense Violence 


RfiSURReCTlON 

®F c'/lL. 


RF5.»9a«cr:ON 


©2005 Id Softv/are. Inc. All rIsMs reserved. 


By 

1 

Developed By 

Distributed By 



n^rve 

AcIiVisioN. 



, THE ybs^R^ALI^TIC ANp ^JSlSOVATIV& CA^TXE-SIM EVER CREXt^^ 

Immerse VpURSEtFJN THE MEDIEVAL lifes^yee, live'xike a lord, defend your castle 
FROM BARBARIAN HORDES.;.AND, IF YOUR CASTLE IS 'STR0;NG ENOUGH, BECOME KING. 


O 2003 FlrtFlf SludfDi, ltd. StrongNold 2 FlreFty Studioi and Uia FIreFly Studios loio are trademarks of FireFly Studios. 2K Gamas a 
lake-Tita Inlaracllva Sattware are all trademarks and/or reilslered trademarks of lake-Iws Interactive Soltnare, lac. Ihe ratings Ic 
Association. All other marks and trademarks are the propartf of their lespacllve omters. Oeveloped by FlreFfy Sluillos. Publlshart by 2K l 


.i.iii"i;i, 11,1 


«P 

Visitwww.esrb.org 
for updated rating 
information. 








»| PREUIEOIB 


Q Batting practice is a 
big help. Now if we could 
just learn how to catch-.. 
Q It might not be the 
MLB, but UBO is about 
as close as you’re gonna 
get to the big leagues. 


B.'JBL!S;hl -■ Netamin PEVuLOPtl< Netamin MRE' Sports MMO RELEASE :.'-M l April 2005 

Ultimate Baseball Online 

Already above the Mendoza line 


t’s roughly 14 days, 15 hours, and 
50 minutes until pitchers and catch- 
ers report— and we’d be lying if we 
said UBO filled the gap entirely, 
because it’s far from perfect. Pickup 
games are predicated on having enough 
willing participants on the server, so 
you may be in for a wait while rosters 
fill up. When you do hit the field, be 
prepared for various bans mots in the 
chat window (one recent gem during a 
game: “Anyone seen the movie 
Anchorman!" Uh, play ball, kid). And 
prior experience with baseball games 
probably won’t help much here: Proper 
fielding requires perfect positioning, 
and a defensive practice mode hasn’t 
yet been implemented. We’re told it’s 


on the way, along with deeper league 
play, the ability to catch and throw 
while running, and— if UBO Is a suc- 
cess— a whole slew of sports MMOs. 

Yet it’s still easy to spend a ton of time on 
UBO. Batting is easy to get the hang of, 
and the crack of the bat is damn satisfying. 
When chats stay on topic, the small (but 
dedicated) community does a good job of 
strategizing and cheering each other on. 
There’s also an undeniable appeal to play- 
ing a baseball game against other human- 
operated opponents. 

HIT ’EM WHERE THEY AINT 

You’ll earn points by practicing and by mak- 
ing offensive and defensive plays on the 
field. Parameter points raise your overall 


level, while skill points can be distributed as 
you wish, allowing you to really customize 
your character— for example, you can max 
out your pitcher's curveball or your batter’s 
ability to smash inside pitches. The only way 
to know a player's specialties is to face him 
repeatedly— just like in real baseball. 

According to developer Netamin, UBO is 
designed to put "you" in the game— to let 
armchair knuckleballers live out their dream 
of going to The Show. I’ll be spending most 
of UBO’s launch date watching the A’s home 
opener against Baltimore, but there’s a good 
chance I’ll have my PC running in the back- 
ground— Weasel, my catcher, has some prac- 
ticing to do. O Kristen Salvatore 


The UUord, 


lCANOFCORN -a 



t^lrWari;' 
staves off a 
deadly laser 
attack. 


0 PUBL*SHER Eldot Interactive DEVELOPER: Traveller’s Tales GENRE: Action RELEASE OAlfc April 2005 


Lego S tar U Jars 


A long time ago, in a toy factory far, far away..T 


v; I espite the dubious critical suc- 

f«.' I I ! cess of its recent film incarna- 
I I tions. Star Wars still has some 
oomph to Its name, and 
Traveller's Tales has seized the opportu- 
nity to bring gamers a fresh take on the 
saga— by fusing it with the nostalgia- 
inducing Lego franchise. 

Yes, It's just like all those fan-made 
Internet trailers— but taken a step further. 
Anakin, Obi-Wan, R2-D2, and all the char- 
acters and locations of the Star Wars pre- 
quel trilogy are given the Lego treatment, 
turning the celebrated space opera into an :• 
action-packed battle between good blocks . 
and evil blocks. Though we've sworn a Jedi 
oath to keep the new Episode III content 
under block and key (ha!), we can say that 
the game sports an epic feel and a deep, 
engaging narrative. Ah. who are we kid- 
ding? Jedi Knights grin maniacally as they 
sever the arms of annoying droids: pieces 
of furniture can be tossed about using 


Force powers; and you can even cause a 
room full of chairs to break out In a dance 
number, groovin' along to the tunes of 
everyone’s favorite cantina band. 

And the best part? You don't have to 
worry about any Legos breaking on you 
mid-lightsaber duet. The farce— er, Force— 
is strong with this one^Rebecca Gross 




^atallQ Portman has never looked better! .. 't^J^^oger roger! 



Stealth with a sexy twist” xbn 



Blood 

Violence 


THEY SAI01-T COULDN’T BE DONE 


COMING SOON 


PlayStation 2 


OHgim»acMCcin>,200S.£actiMSIOlDi,HIPGAMES.KiP»naHPdes<gnaietraaeTatt(So!t«9lnl«racyv»Cup. 'PliySaiiMi' M M ' 
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PIPELINE 


Ship dates and slip dates for 
games in the stream 



Battlefield 2 EA May 2005 

Batticstatlons: Midway ThQ 02 2005 

BloShock TBA IBA 


Blitzkrieg II COV Soltwge 02 2005 

Call of Cthulhu: Dark Bethcsda ADr2005 

Comers of the Earth 


City of Villains NCsoft 04 2005 

Civilization IV TBA 2005 





B | arely enough time has passed for 
' any one person to have played 
last year’s smorgasbord of shoot- 
' ^ ers In its entirety. But like going 
back for thirds at Thanksgiving dinner, 
sometimes you just can't get 
enough...especially with an PPS that 
sports as many creative features as Eidos' 
Project: Snowbllnd. High-tech gadgetry 
and biological character enhancement are 
just the beginning— we've asked producer 
John Chowanec to tell us more about the 
game and give us the skinny on what to 
expect from the PC version. 

CGW: FPS fans have been groomed to 
expect certain things. How difficult is it 
to break away from the genre’s typical 
conventions and cliches? 

John Chowanec: Once we really started 
to focus on the weapons and augmenta- 
tions, it became clear to us that, given 


the pace of our game, these elements 
would add quite a bit to the mix. When 
you're coming up against a large contin- 
gent of enemy soldiers, it’s really up to 
you how to dispatch them. Given the 
flexibility of the weapons, it's quite com- 
mon to discover new ways to combine 
them when fighting targe groups. With 
each weapon having a distinct alternate 
firing mode, you can get pretty creative. 

CGW: Is there anything in particular 
you think the team really hit the mark 
with in Snowblind? 

JC: There are a few things I think we’ve 
done very well, such as the concept of 
"smart weapons.’’ Given the general 
chaos of the battlefield, it was Important 
for us to devise a host of A.i.-driven 
weapons to help players deal with the 
hordes of enemies typically onscreen. 

For example, the alternate fire on the 
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The UJord: FROSTBITE 


THE PREVIEWS 


Well, we thought they were cool 

Not every game makes it out the door. 
Here’s a look back at a few titles 
that ended up on the cutting- 
room floor and what we said 
about them at the time. Did 
V/% we make the right calls? 
i 1 The world will never know. 


LirSSPAN. 09/2001 • 09/2004 

PlIBLtSHER’ Codamasters 

DEVELOPER. Codemastsn 

“Storming an enemy city atop a fire4>reathing 

behemoth sounds like it could be fun.” -John 

Houlihan, CGW #212 (March 2002) 


LIPESPAN OS/2000 • 09/2001 

PUBLISHER- EA 
DEVELOPER Maxis 

“This much Is certain—when SAmWM ships 
sometime early next year, millions of people wIK 
buy It It’ll be fun, it'll be addictive, and it’ll give 
us the lilusion of control and power.” -R^iert 
Coffey, CGW #205 (August 2001) 


LIFESPAN 08/1999*02/2003 

PUBLISHER SOE 
DEVELOPER Verant 

“There really hasnt been a game tike this before, 
and if Verant can deliver, partlcularty In 
balancing the game properly. It promises to be 
one feoclnatlng experience.” ^arfc Asher, CGW 

#185 (Docember 1999) 


LIFESPAN: 02/2002 - 03/2004 
PUBLISHER Sierra 
DEVELOPER: Sierra 

“Gamers are treated to greater replay value, 
thanks to toots for editing enritles, missions, and 
campaigns.” -V. Long, CGW #213 tAoril 2002) 


“Who am I 
kidding? i think 
the PC user 
wouidwin.” 


Flechette gun looses a swarm of attack 
drones that literally run on their own A.I., 
finding enemies to kill. This can be espe- 
cially handy when you’re facing two sep- 
arate groups of enemies and you need to 
keep one group busy. The attack drones 
also instill a panicked reaction in enemy 
troops, causing them to create crossfire. 
Oftentimes, they’ll wipe each other out 
simply trying to take care of the drones— 
it’s pretty fun to watch. There will be 
about 24 different weapons and augmen- 
tations in total, which should be enough 
variety for just about anyone. 

CGW: Do the mechanical differences 
between console and PC shooters have a 
large impact on how Snowb//ncf plays? 
Who would have the advantage in a 
theoretical PC-versus-Xbox match? 

JC; It’s hard to say. The console versions 
have targeting assist specifically for the 


LIFESPAN 05/2000-03/2001 

PUBLISHER EA 

DEVELOPER Origin 

"Fortunately, the game Itself looks very 

promising, although given the recent history of 

Ultimn, It would be prudent to adopt a *wan and 

see* attitude for this one.” -Desslock, COW #193 

UVinu^it 2000) 


controller, which the PC version doesn’t 
require...but who am I kidding? I think the 
PC user would win...the mouse is always 
so accurate when properly employed. 

CGW: Is the PC version designed to 
support player modifications, custom 
maps, or official expansion packs? 

JC: We’re definitely not ruling out pos- 
sible expansions, but we're also not 
planning support for player mods or 
custom map creation. Maybe next time! 
Q Andrew Pfister 


LIFESPAN: 08/2003 • 06/2004 

PUBLISHER- EA 
DEVELOPER: Origin 

"In one giant leap, Odyssey is about to propel 
Ultima from the graphical middle ages to the top 
tier of massivety multiplayer games coming in 
2004.” -Ryan Scott, CGW S252 (Novernber 2003) 
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The best games you’ve never seen 





Euerouun 


Word on the street: The world’s first massively multiplayer mur- 
der simulator? Well...not exactly. However, player-versus-player 
encounters are paramount in this game of gladiatorial combat. 
Participants choose a fantastical or futuristic character and then 
assault adversaries using poison or traps, as well as missile and 
melee attacks. Like Ultima Online. Everown shows the action 
from above, with multiple camera angles providing close-ups of 
every kill. Good news for newbies, too: Built-in matchmaking 
services guarantee everyone an equal chance of survival. 

Sounds kinds beat: As with any original concept, it could 
work brilliantly or flop harder than Daikatana. We're also 
somewhat dubious about Czech developer StringData, which 
has yet to make an impact on the industry. But by promot- 



Shadow Tor Studios AVAILABIUn V 03 2005 

Barrouj Hill 


OFROM wicked Studios AVA^AD!1.IT^ 02 2005 

Keepsake 

Word on the street: Poor Lydia. Upon arriving at Dragonvale 
Academy, a school for the magical arts, the unfortunate 
apprentice finds the campus completely devoid of life. You’ll 
help her search the university’s grounds for her missing 
classmates. Aided by an active, on-demand hint system and 
intuitive interface. Keepsake— a visually striking fantasy 
tale— lends itself naturally to amateur adventurers. 
Translation: Anyone miffed by Myst's difficulty should love It. 
Sounds kinda beat; Hmm, Wicked Studios...can’t say we rec- 
ognize the name. And it's not like King's Quest clones stand 
much of a chance at storming the sales charts this side of 
1993, either. Worse, several of the team’s principal contribu- 
tors boast former ties with now-defunct publisher Cryo 
Interactive, a company known for creating singularly disap- 
pointing games. What we’ve seen of Keepsake so far looks 
impressive, though. Stay tuned.. 


Word on the street Finally, a title that’s guaranteed to score 
well with scholars and shut-ins alike. Set against the backdrop 
of Barrow Hill— a 4,500-year-old burial mound and accompany- 
ing stone circle located in Cornwall, England— this archeological 
adventure is based on unfettered access to footage from the 
site. Desktop detectives are charged with delving into a wealth 
of puzzles and pagan cultural references as they attempt to 
uncover who— or what— lurks beneath the mysterious landmark. 
Sounds kinda beat: UK-based Shadow Tor Studios admits it 
outright: It’s a new media outfit, not a game production house. 
However, it has cut its teeth on educational programs, short 
films, and other interactive amusements. Furthermore, the 
local legends surrounding the game's real-world setting (dis- 
appearing workers, off-color religious rites, etc.) are certainly 
frightening enough, even before undergoing digital enhance- 
ment, Chances are, this outing will scare the pants off the few 
gamers who bother wearing them. 


• 60 


ing tactical forethought over the standard treadmill 
approach— and supporting 56K modems— this enterprising 
outfit might just be on to something. Paired with the prop- 
er publisher, the title could theoretically create a comfort- 
able niche amongst enthusiasts disenchanted with most 
MMOs’ plodding pace. 



■ Raiamax" Samutol Gaming CosQ 

• Intel- 1915 cnipsol MotherBoaid with leX PCI-Expross, USB 2,0, IEEE-1394 

- SI 2MB Dual Channel OOR400 Memory 

- S-ATA 160GB 7200RPM Hard Drive 

• ATr RadGon’"' X800 256MB DDR3 16X PCI-Express Video 

- 16X DVD-ROM Drive; 52x32x52 CD-RW Drive 

- Creative Lab V.92 Fox Modem 

- 8 Channel Surround Sound; Clntre RW-6510 5.1 Surround Spcakors 

- 10/100/1000 MBps Network UN 

- Muhlmodiu Inlornot Keyboard & Optical Mouse 

• Microsolt" Windows" XP Professionol Edition & Free Norton Anti Virus 2004 


Inter Pentium " 4 Processor with HT Technology 


560 (3.6 Ghz, 1 MB L2 Cache, 800 Mhz FSB) S 1 579 

550 (3.4 Ghz, 1MB L2 Coche, 800 Mhz FSB) $ 1399 

540 (3.2 Ghz, 1 MB L2 Cache, 800 Mhz FSB) $1319 

530 (3.0 Ghz, 1MB L2 Cache, 800 Mhz FSB) $ 1 269 

520 (2.8 Ghz, 1 MB L2 Cache, 800 Mhz FSB) $ 1 239 



Microsoft’ 



Windows^P 

Professional 



T M^EPPONE AT WORK V/ITH A NEW 
JljfPOWER OAHER EX f^lNSTAUUEP 
With Microsoft* w^ipiGriftfe^ xp 

PROEESSIOHAU. ■ vt- 


- NVIDIA* nForce^’*4-Sll Chip Dual PCI-Express Motherboard 

• Raldmax' Samurol Gaming Case 

- Gell 1024MB ODR400 Memory 

• S-ATA 250GB 7200RPM Hard Drive 

- 16x Double Layor DVDzR/sRW CO-R/RW Drive 

• leX DVD-ROM Drive 

- Duol NVIDIA* GeForce^*' 6800GT PCI Express 2S6MB Video Cords 

• 8 Channel Surround 3D Premium Sound 

• Creollvo Ccmbtldge Deskiop Theoier 5.1 S560 Surround Speakers 

- 10/100/1000 MBps Einernel UN 

- Opcrtol Mouse & Muliimcdio Keyboard 

- Microsoft Windows'* XP Prolessionol Edition 

- Free 1-Yeor 24/7 l-Core Deluxe Tecnnlcol Support -f On-Sile Service 


• Colylecn Gaming Cose 

- 512MB Dual Clionnol DDR40D Memory 

• 160GB 7200RPM HorO Drive 

- 16x Double Loyor DVD±R/±RW + CD-R/RW Drive 

• ATI" Radeon"-' 0600XT 256MB 8X Video Card 

• 8 Chonnel Surround 3D Ptomium Sound 

- CInire RW-6510 5.1 Surround Speokers 

- 10/100 MBps Ethernet UN 

■ Opcital Mouse & Mulllmedla Keyboard 

- Microsolt Windows' XP Prolessionol Ediilon 

- Free I -Year 24/7 l-Core Deluxe Tecnnlcol Support -► On-Site Service 
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AMD Athlon"^ 64 FX-55 Processor S 2839 

AMD Athlon'" 64 4000+ Processor S 2579 

AMD Athlon’" 64 3800+ Processor S 2339 

AMD Athlon’" 64 3500+ Processor S 2 1 49 

AMD Athlon’" 64 3200+ Processor S 2059 

AMD Athlon’" 64 3000+ Processor S 1 999 


Inter Pentium' 4 Processor with HT Technology 
560 (3.6 Ghz, 1 MB L2 Cache, 800 Mhz FSB) S 1 469 

550 (3.4 Ghz, 1 MB L2 Coche, 800 Mhz FSB) S 1 289 

540 (3.2 Ghz, 1 MB L2 Coche, 800 Mhz FSB) $1219 
530 (3,0 Ghz, 1 MB L2 Cache, 800 Mhz FSB) S 11 69 

520 (2,8 Ghz, 1 MB L2 Cache, 800 Mhz FSB) $ 1 1 39 


iBUYPOWER RECOMMENDS MICROSOFT® WINDOWS® XP PROFESSIONAL. 



Order ToU Free SS8. 462. 3899 "tEf 


i BaiT-ran-ienrsi iambF^ C? 


- 17.0" Wide Screen WSXGA i TFT LCD 
1680X1050 Display 

~ AMD* Mobile Athlon'’'' 64 Processor 
wllh HyperTronsport Technology 
-- Wireless 802.1 ig 54MBps Mlnl-PCi Wireless Card 
~ Mobile ATI' Radeon'** 9700 PRO 1 28MB DDR Video 

- 1024Ma DDR-400 Memory 


Mobile AMD Athlon™ 64 3700 -f Processor S 2019 

Mobile AMD Athlon™ 64 3400-1- Processor S 1909 

Mobile AMD Athlon™ 64 3200+ Processor $ 1 869 

Mobile AMD Athlon™ 64 3000+ Processor S 1829 

Mobile AMD Athlon™ 64 2800+ Processor S 1 799 




- 60GB 5400RPM Ultro-ATAIOO Hard Drive 

- Removable 8x DVD & 24x16x24 CD-RW 
Combo Drive 

- lO/IOO/IOOOMb Elhernol LAN & S6K Modem 

- 3x USB 2.0 and lx Firewire IEEE-1394 Pods 

- Build-In Digital Web Video Camera 

- 4-ln-1 Media Cord Reader 

- Microsoft" Windows” XP Homo Edition 

- Free 1-Yeor l-CaroDoluxo 2477 Phono Support 
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15.4" Wide Screen 16:10 WX6A TFT LCD 1280x800 Display 

AMD* Mobile Athlon'** 64 Pracessor with HyperTronsport Technology 

Mobile ATI* Radeon'** 9700 PRO 1 28MB DOR Video 

1024MB DDR-400 Memory 

Removable 4x DVDa:R/iRW / CD-RW Drive 

60GB 5400RPM Ullra-ATAIOO Hard Drive 

1 0/1 00Mb Elhernel LAN & 56K Modem 

Wireless 802.1 Ig 54MBps Mlni-PCI Network 

3x USB 2.0 & lx Firewire IEEE-1394 Ports 

3-ln-l Build-In Media Card Reader 

MIcrosQlt* Windows* XP Homo Edition 

Free I -Year l-Care Deluxe 24/7 Phone Suppod 

Choice of 6 Exclusive Retlocllve Colors 

High Portormonce Ll-lon Boliory 

Froo Deluxe Carrying Cose 


- 15.4“ Wide Scroom6;10 WXGA TFT LCD 1280x800 DIsploy 

' AMD* Mobile Athlon'** 64 Processor wllh HyperTronsport Technology 
~ Mobile ATI* Rodoon'** 9700 PRO 1 2SMB DDR Video 

- 51 2MB DDR-400 Memory 

- Removable 8x DVD & 24x1 6x24 CD-RW Combo Drive 
-40GB 5400RPM Ullro-ATAIOO Hard Drive 

- 1 0/1 00Mb Elhernol LAN & 56K Modem 

- Wireless 802.1 Ig 54MBps Mlnl-PCI Network 
~3x USB 2.0 & lx Firewire IEEE-1394 Pods 
-3-ln-1 Build-In Medio Cord Reader 

- Microsoft" Windows* XP Homo Edillon 

- Free 1 -Year l-Care Deluxe 24/7 Phono Support 

- Choice of 6 Exclusive Rofloctive Colors 

- Higti Podormonco Ll-lod Boliery 

- Free Deluxe Carrying Case 


& 1 57S 

Mobile AMD Athlon™ 64 3700+ Processor S 1659 

Mobile AMD Athlon 64 3400+ Processor $ 1529 

Mobile AMD Athlon'^''' 64 3200+ Processor $ 1479 

Mobile AMD Athlon™ 64 3000+ Processor $ 1429 

Mobile AMD Athlon™ 64 2800+ Processor S 1379 


^ 1 H ss 

Mobile AMD Athlon™ 64 3700+ Processor $ 1439 

Mobile AMD Athlon™ 64 3400+ Processor S 1329 

Mobile AMD Athlon™ 64 3200+ Processor S 1279 

Mobile AMD Athlon™ 64 3000+ Processor $ 1229 

Mobile AMD Athlon™ 64 2800+ Processor $1199 


Order Toll Free SSS. 462. 3S99 
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START BANDING WITH BROTHERS AND 
STOP ACTING LIKE AN ARMY OF ONE IN 


A soldier’s gear is modeled down to 
the graffiti on his helmet “Every sin- 
gle kit has a unique look, and It’s 
dynamic depending on what you’re 
. doing in the world," Executive 
jk noduc«‘ Scott Evans says. “Hop 
^ Into a tank <md you’ll vrear a 

tanker’s hornet; Jump Into a jet 
and you’ll ptit on a idiot’s full 
visor and oxygen mask.” 




PUBLISHER: Electronic Arts DEVELOPER: Digital Illusions GENRE; Multiplayer Shooter RELEASE DATE; Summer 2005 


BY SHAWN 
ELUOTT 






\ 




A Predator, the 
unmanned aerial vehicle 
that’s tele'fragged at 
least two top>ranking al Qaeda 
members in the real-world war on 
terror, talks us to our target: a 
small Middle-Eastern Coalition 
(MEC) force probing our outpost’s 
perimeter. I’m sitting forward in an 
AH-1W Super Cobra’s gunner seat 
with one of EA’s finest behind me 
on the cyclic control stick, i see silhouettes through my cannon camera, a ster- 
ilizing filter that sets a surreal screen between my 20mm and the men in its 
crosshairs. “Smoke ’em,” the pilot says as he holds a practiced hover. 

, High-explosive rounds hammer the desert floor, turning a convoy into a 
quarter-acre junkyard. When the dust settles there's one less hostile. No 
..bragging, no ''suck it down, s"*bag"— just a solemn “kill confirmed.” At 
times, the game is too true-to-life for you to gloat about death, but the real 
reason to stow the smugness is because, even in a boron-shielded cockpit, 
we're still far from safe. Battlefield 2, developer Digital Illusions' latest mas- 
sive, multiplayer war zone set to storm store shelves this June, may be life- 
like, but it’s also balanced. “Every kit is effective against another type of 
vehicle or infantry class, and, on the flip side, has vulnerabilities as 
well, ..much like rock-paper-scissors, ’’ explains executive producer Scott 
Evans. “Trying to establish these relationships takes a ton of tuning time. - 
We piaytest, make a change, playtest, make a change— thousands of times 
in the development cycle." ■ 
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ROCK, PAPER, MISSILES 

One of the guys we're up against might 
wield a wire-guided surface-to-air missile. 
Another might be a medic, ready to revive 
his fallen friends with a pair of defibrillator 
paddles. And if the last man standing hap- 
pens to be a squad leader (who also 
serves as a mobile spawn point for the 
eight or so soldiers under his command), 
we’ll have to cauterize the Hydra’s head. 
What their makeup is, we'll never know. 
Viewing the world in real time from a 
strategic, top-down vantage point, our 
commander says satellite imagery shows 
inbound backup. As we whisk away to 
intercept the airborne spearhead, he 
preps the artillery to soften the armored 
prong below. Rounds strike the solid skins 
of tanks and transports, beautifully twist- 
ing tons of steel. This is a gorgeous game. 
But for all the miles of visibility, the sand- 
blasted streets and bump-mapped shop 
fronts, the slow-rolling foothills thick with 
scrub. Battlefield 2 looks best all blown to 
hell. "We're using an entirely new engine, 
built from the ground up." Evans explains, 
"You’re seeing contrails on missiles now 
and motion blur when artillery blows up. 
We've even got birds in the bushes that 
fly off as you approach, possibly alerting 
other players to your presence— a lot of 
little touches that bring the world to life," 

If shelled, certain bridges collapse like 
houses of cards. Rag-doll physics toss 
around troopers before dropping them in 
obscene dead-man poses. And, as I’m 
about to find, air combat fills the sky with 
smoke and fire. O 


EVER SINCE WE BROKE the news on 
Battlefield 2 last year, we've had one big 
question, one thing that bugged us about 
the original game: The gameplay focused on 
communication and coordination, but the game fostered 
neither. For career soldiers who organized Into clans and 
used third'party programs such as TeamSpeak to stay in 
touch and strategize, seesawing capture points weren’t a 
problem. Weekend warriors who popped onto public 
servers, though, lacked Patton-approved battle plans. 

Finally, a proper chain of command! EA wants to ensure 
that any player can pick a match and become a working 
part of a well-oiled war machine, and it’s providing both 
the ability and incentive to start banding with brothers and 
stop acting like an army of one. Here’s the scoop on how it 
works, from the top down. 


BIRDS IN BUSHES 
FLY OFF AS YOU 
APPROACH, 
POSSIBLY aIeRTING 
PLAYERS TO YOUR 
PRESENCE. 


In addition to dropping shells on foes and supplies on 
friendlies (see Generally Speaking, page 68), a com- 
mander calls the shots, saying who needs to be where and 
when via In-game voice chat. He can also shoot it out In the 
dirt and muck, but, being distracted by other duties, he is 
better off staying someplace safe. To become head honcho, 
a player must meet specific rank requirements, post his pro- 
file, and apply for the position. 


MEDICS 

PRIMARY WEAPON: The 
M16A2 assault rifle. 
SPECIAL ABILITIES; Medics 
can patch up wounded 
comrades and revive the 
recently fallen with 
defibrillator paddles. 
TYPICAL BATTLEFIELD 
MOMENT: Shouting 
“Clear!" and stopping a 
camping sniper's 
heart with a shot of 
electric current. 


ENGINEERS 

PRIMARY WEAPON: The . 
Remington 11-87 combat / 
shotgun Is devastating in T 
any firefight. 
SPECIAL ABILITIES: i' 
Engineers repair / 
wrecked vehicles a 
and create on-thc- 1 
spot motor pools by ^ 
entering a Humvee 1 
or APC. ' 
TYPICAL 
BATTLEFIELD'^ 
MOMENT: Booby- ' 
trapping a bridge i 
with enough/ 
arttitank mines to " 
take out an entire 1 
brigade. , 


SNIPERS 

Primary weapon: The 15- . 

pound M24 rifle can 
accurately hit a target up 
to 800 meters away. A 
TYPICAL BATTLEFIELD M 
MOMENT: Sniping a « 
passing pilot through ^ 
his cockpit (it’s now ^ 
k possible) and 

^ smiling as his wH 

A plane crashes. 
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FERTURE II 


□ The targeting comput- 
er makes combat easy 
for those who are scared 
of the twitch factor. 

Q “Uh-oh. Looks ilke 
those Duke boys better 
sprout a pair of wings 
pretty quick." B The sec- 
ondary spots on vehicles 
now play a huge role. 


I PRIMARY WEAPON; A breech- 
i loaded, single-shot, pump- 
[ action weapon, the M203 
I grenade launcher attaches to 
the M16A2 assault rifle- 
extra firepower without 
the extra weight 

TYPICAL BATTLEFIELD 'll 
^ MOMENT: Sinking a full- 
V court shot over a wall and 
onto grunts who think 
^ H they’ve got cover. 


Vbspecops 

■ PRIMARY WEAPON: : 

■L Lighter than the M16A2, 
yet with more close- 
H quarter dropping power 

V than a handgun, the 
M4A1 carbine can be 

modified with night vision 
.and a silencer. 

1 TYPICAL BATTLEFIELD 
1 MOMENT: Stuffing an 
ft enemy transport with C4, 

V letting it take off fully 
h loaded, and then frag- 
H gtng an entire squad like 
N it’s the Fourth of July. 


ASQUAi) MEMSERK 

Two things nobody wanted to do In Battlefields gone by: 
tune up a tank and then watch its driver disappear with- 
out lending you a lift, or selflessly patch up an ally only to 
be shot down In the process. But because this Battlefield 
actually awards points for the performance of class- 
specific deeds, it’s now in your personal interest to help 
friends in need. Plus, without ammo bins and first-aid sta- 
tions (beyond airdropped crates), allies are the only way 
to stay stocked up. But here’s what'll really have medics 
rushing you like merchants in a third-world market: BF2's 
persistent stat-tracking system never forgets your finest 
hours, even across multiple matches, and gradually grants 
you access to new guns and gadgets, as well as permis- 
sion to apply for commander status. 




While assuming leadership Is simple— make 
' and label a squad from the appropriate menu- 
proving your worth takes practice. Grunts sign into squads 
with no strings attached, so they’re free to leave and find 
another should you start looking like a lousy leader. To 
maintain gung-ho morale, you’ll want to consult with your 
commander, conveying his Intel to your troops and calling in 
artillery support and supply drops, as well as set waypoints 
through a simple onscreen command interface that pops 
smoke where you want your men. Otherwise, sticking 
together is a cinch, as all of a squad’s headsets are tied 
together, and highlighted icons both hover above squad- 
mates' heads and mark their positions on your in-game map. 


•qn Battlefield 1942 we 
had capture the flag, co- 
op, and objective, but 98 
percent of the people on 
our servers were playing 
conquest," says executive 
producer Scott Evans. 
"People don't want to 
play [objective mode), so 
we stopped bothering.” 


KB SUPPORT 

PRIMARY WEAPON: A 
powerful and accurate 
H mobile weapon, the 
^ M249 belches out 1,000 
rounds per minute at a 
maximum range of approxi- 
mately two miles. 

{special ABILITIES: 

I Support class soldiers can 
ft supply allies with 

■ ammunition. 

■ typical BATTLEFIELD 
m MOMENT: Leave a stack of 
H ammo out as ball Then, 

when unsuspecting 
enemies come, chew 
through ’em before they 
even know what hit ’em. 
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Executive producer Scott Evans plays 
boss in commander mode 
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As the ranking soldier on the server. 1 just applied for and was 
approved to become the battlefield commander for the USMC. 



the action is going to be fast and fluid between three closely 

Battlefield Zs persistent stat-tracking service records more than 
straight kill counts. The guy you’ve fragged the most; the guy 
who’s fragged you the most; class, weapon, vehicle, and map pref> 
erences— it’s all there. Plus, you can see from here what bonus 
weapons and abilities you've unlocked for each class. 

ii “ r ^ “ '^■^1 

placed control points. I’m going to have to stay on my toes. 

First up; a satellite sweep to reveal the positions of enemies 
over the entire battlefield. But only the commander can see it. 
Since the players on my team have formed only one squad. 1 
relay what 1 see over VOIP to the squad leader. 


I decide to zoom in my satellite view to a close-up over 
the firefight. I see lots of enemy soldiers getting ready 
to ambush a friendly Ml tank, Time to drop in some 
artillery to support the assaultl 


■ BRING UP THE 
ORDERS MENU AND... 
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...DROP AN ARTY STRIKE 
RIGHT IN THE MIDDLE OF 
THE ENEMY POSITION! 


As the commander, i have the option to switch between first 
person and overhead view anytime I want. I decide to watch 
the artillery splash in first-person view. Boom! 1 just took out 
an enemy BTR-90 and two enemy infantries. My two squad 
leaders enthusiastically thank me over VOIP, Now it’s time to 
push the enemy back into their base and capture that last 
control point. 
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LEAVE THE DRfVIIIG TO US 

There’s no more sitting back and 
enjoying the ride. In some cases, a 
vehicle's second seat is j'ust as 
important as the pilot’s, putting you 
in charge of countermeasures and 
camera-guided missiles (the new 
big, bad mother of all Battlefield 2 
weapons). In the air, shotgun seats 
also offer better visibility, crucial for 
spotting tangos before they can slip 
into your blind spot, whereas land- 
lubbing passengers can choose 
between manning machine guns or 
firing their own class-specific 
weapons out of windows. 


^..and If you look to 
'your left, youll see a 
column of tanks that 
just got decimated.” 



KODAK MOMENTS 

The Cobra's missile warning system sounds, 
and my pilot starts emptying countermea- 
sures like confetti— MiGs at 10 and 2, I pull on 
my parachute and float between a pair of 
flak bursts. It's the sort of situation only 
characters in G.i Joe cartoons survive, but 
thanks to the game’s TiVo-like recording 
function, I have video evidence. 

"This is an open sandbox environment 
governed by physics rather than scripted 
rules, and crazy things can happen," says 
Evans. "I've had foes in fast attack boats 
swipe our LCAC [short for landing craft, air 
cushion, LCACs are used to transport 
weapon systems, equipment, cargo, and 
personnel from ship to shore], drive it back 
^ I' to base and pack it with antiaircraft 
platforms, then park it beneath our 
carrier's flight deck to shoot planes 
as they take off. That said, we 


chimes in over 

THE HEADSET: “LOOKS UKE YOU NEED 
A HELPING HAND. HANG TIGHT.” 


Hint: Yqu don’t 
want the busi- 
ness end of this 
guy pointing in 
your general 
direction. U 


wanted to give players a tool with which to 
capture and trade movies of these 'battle- 
field moments.’" 

Bailing out over no-man's-iand, it could 
take me longer to hump to the nearest hot 
spot than if I had died and gone to respawn 
heaven. But this is not 1942. Here, I can 
sprint-simple and essential. Here, the the- 
ater of operations can expand and contract 
according to player count. With 15 people on 
the server, the map remains a manageable 
size with two or three capture points to con- 
test, As the game grows to 32 or 64 sol- 
diers, server admins can make boundaries 
bulge, building new firebases to fight for. As 
it turns out. I’m just a hop, skip, and a low 
crawl from the next encounter. 

The base belongs to the MEC— no way 
a single trooper will turn it, so I slip into 
a shanty and sit tight. Outside, an 
enemy support class supplies his 
squadmates with ammo. 


Down the sights of an M4 carbine, he’s an 
easy shot, but best to wait for reinforce- 
ments. Suddenly, my squad leader chimes in 
over the headset: "Looks like you could use 
a helping hand out there. Hang tight.” 

I’m sabotaging an airdropped supply crate 
with sticks of C4 when the Bradley arrives, 
Bushmaster blazing. It’s only after climbing 
into the cupola that I see the on-foot hos- 
tiles we’re firing at. “Turn that turret," I stut- 
ter, but it’s too late. One flanked 
and fired; now we're scrap metal 
and a scorch mark with a smug 
bastard, TOW in 
hand, squatting 
over us. Still, it's 
too soon to collect 
my dog tags,, .not 
when revenge is 
just a respawn 
away.Q 
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With all the 
aircraft in this' 
game, AA units 
play a big role. Well, it 
doesn’t hurt when you 
turn the turret against 
ground targets, either. □ 
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FEATURE Q 


0 Just to drive home 
how long ago 1981 
really was, consider the 
state of the world at the 
time. Ail these events took 
place in the same year 
Computer Gaming World 
issue #1 was released. 


G3 The IBM PC is introduced. 

■ The VIC-20, Sinclair ZX81, 
and Texas Instruments 
TI-99/4A are released. 

■ Elizabeth Jordan Carr, the 
first American test-tube 
baby, is bom. 

■ MTV makes its 24/7 video 
music debut on cable. 


Q The first space shuttle is 
launched as Columbia takes 
to the sky. 

■ Inaugurated just two 
months prior. President 
Ronald Reagan survives an 
assassination attempt by 
John W. Hinckley Jr. 
UPac-Man makes its debut. 


O Hot films of the year 
included Raiders of the Lost 
Ark, Chariots of Fire, and 
On Golden Pond. 

■ Grandmaster Flash’s 
album Adventures on the 
Wheels of Steel marks the 
first-ever use of the scratch. 

■ The Centers for Disease 
Control and Prevention 
report that five homosexual 
men in Los Angeles, CA, have 
a rare form of pneumonia 
seen only in parents with 
weakened immune systems. 

■ Britney Spears and Justin 
Timberlake are born. 
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ADVENTURES IN 

COMPUTBt GAMING 



D used only the keyboard for input— but 
these games also took this route because it 
was hard to conceive of a computer doing 
much more at the time. 

During these nascent years, more sophisti- 
cated notions of storytelling were extremely 
limited and mostly confined to setting up 
the story, with very little in the way of plot 
development. Much like the pen-and-paper 
experiences upon which they were based, 
these early games expected players to use 
their minds to further develop the story and 
characters as they roared across the deserts 
of Africa or fought skeletons in the dun- 
geons of Britannia. 




ADVENTURE GAMES CAPTURE 
THE “MAINSTREAM” MASSES 

It’s hard to imagine now in an age when all 
stories and adventures are visually driven, 
but when Roberta Williams released 
Mystery House in 1981, she created a new 
evolutionary branch of computer gaming. 
Prior to this, many of the early mainframe 
computer games of the 1960s and 1970s 
were strictly text driven. 

Mystery House was the first computer 
game to pair black-and-white images with 
these adventures. A few years later. King's 
Quest propelled this concept further with 
color graphics. Interestingly, while Sierra 


O Released in 1981, Sir-Tech Software’s 
Wizardry anti Richard “Lord British” Garriott’s 
Ultima I have had a iong-tasting effect on the 


Online began to make a fortune from graphic 
adventures, another company named 
Infocom maintained a short-lived devotion to 
the text-only adventure with critically 
acclaimed games such as Zork and Planetfall. 


The adventure-game genre served an 
extremely important function— it broadened 
the appeal of home computer games. For 
many, the concept of playing computer 
games possessed tremendous appeal, but 



19B1 

• IBM PC released. 

• issue of 
Computer Gaming 
WoridhWs 
newsstands. 

• Ultima Wizardry 

• Roberta WRIIams, 
Online Systems 
release Mystery 
House, the first 
graphic adventure. 


^Hlfputer 
Gaming 
World, you 
^K? Follow 
alone^MlQi^ 
this handy 


1982 

* Infocom rele 2 ises 
Zofk and Deadline, 


adventures for DOS, 
the Apple II, and the 
Coitimpdore 
64/Amigk — - — - 

• Ultima II: Revenge 
of the Enchantress 


1980 

• Richard Garriott 
releases Akalabeth: 
'tVbrftf of Doom. 


-198i-_. 

« Ultima III: 
• M.U.L.E. 
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■ FLASHBACK 

RUSSELL SIPE 

CGiy FOUNDER 

0 What was the impetus for launch- 
ing Computer Gaming World? 

In early 1981 1 had some questions 
about perceived problems in computer 
history-based simulations. I looked 
around to see if I could find reviews of 
these games. Of course, there were 
none. It occurred to me that no one was 
paying attention to computer games in 
the press, including the computer press. 
It was obvious to me that computer 
games were going to be big one day. So 
I said to myself, “Someone should start a 
computer game magazine.” The rest, as 
they say, is history. 

Russell Sipe still follows his passion for 
astronomy. Learn more at www.sipe.com. 


The adventure-game genre served an 
important function— it broadened the 
appeai of home computer games. 


themes, Dani Bunten and Electronic Arts' 
legendary Seven Cities of Gold forced 
gamers to remake a key historical decision: 
coexist with the Native Americans or destroy 
them. In one of gaming history's more pow- 
erful symbolic analogies, if the player’s pixi- 
lated explorer so much as touched a Native 
American, that character died. Q 


the intricate details inherent to RPGs and 
war games felt intimidating and tedious. 
This alternate "mainstream” genre allowed 
the player to enjoy the more leisurely and 
understandable story-driven gameplay. 
Unfortunately, the adventure-game 
genre failed to evolve as players began 
to desire more real-time interactivity 
with their environments and stories. 
While the legacy of fusing a rich story 
with devious puzzles carries on, fewe 
traditional adventure games are being 
released each year. Instead, they’re meld- 
ing into other genres. 


BEYOND 
DRAGONS 
AND TANKS 

As players and pro- 
grammers realized that 
narrative and story 
could be tightly woven 
into the fabric of a 
computer game, people began to experiment 
with new genres and new ways to play them. 

Sid Meier's Pirates!, released in 1987, was 
one of the shining examples of this move- 
ment. Previously working on flight sims and 
war games, Meier stepped away from com- 
bat to create one of the great games of all 
time. In addition to the unique theme. Pirates! 
featured a novel play mechanic that allowed 
players complete freedom to develop their 
characters in any way they chose. 

The mid-’80s were awash with interesting 
concepts and gameplay as a result of this 
newly emerging consciousness around game 
design. Game designers also began to 
explore more sophisticated and diverse 



1986 . 

• Defender of the 
Crown 

• Conflict In Vietnam 

• Earl Weaver 


1987 

• Tfte Seven Cities 
of Gold 

• Sid Meler^ Pirates! 


• Kampfgruppe 

• F-1S Strike Cagle 

• Ultima IV: Quest of 
the Avatar blows 
gamers away witti 
ethical choices and a 
reputation system. 


• Ultima.lfi Warriors 
of Destiny 

• Tetris 


WWW.CGW.I'JRCOlv 




FEATURE 


Like many of gaming’s finest flight 
sims, Falcon 3.0 (1991) was also 
unbelievably complex. Unfortunately, 
that alienated countless gamers from 
the genre. These days, you can count 
the number of quality flight sims 
released per year on one finger— OK, 
maybe one hand. O 


BILL ROPER 

0 What’s your strongest memory of 
Computer Gaming World over the 
last 250 issues? 

i distinctly remember when editor 
Terry Coleman was one of two editors to 
come and see WarCraft: Ores & Humans 
back in 1994. We were literally begging 
people to come by our booth, which 
was little more than a card table set up 
in what would nowadays amount to an 
oversized office cube, to look at the one 
computer we had running a slide show, 
as well as a demo of the gameplay. 
Fortunately. Terry instinctively got why 
the game was something special and 
really became the first champion of 
Blizzard's work at CGW. 

Formerly of Blizzard, Roper was one of 
the creative forces behind WarCraft 
StarCraft Diablo, and more. He struck 
out on his own in 2003 and is now the 
president of Flagship Studios. 



TAKEFUGHT 

O In 1995, Computer 
Gaming World had a 
cardinal rule for selling 
magazines: Put a plane 
on the cover and 
watch newsstand sales 
soar. Back in the '80s, 
flight simulators were 
a perfect fit for the wonky, hardcore world 
of computer gamers. For many, the ability 
to realistically simulate the previously unat- 
tainable sensation of flying a fighter jet, 
fighting the Red Baron, or piloting a com- 
mercial airliner was the epitome of gaming 
at its most powerful. 

This genre literally bred itself out of 
existence by the turn of the century. As 
fiight-sim fans' desires for increasingly 
more-hardcore experiences (and hard- 
core input devices) were met, casual 
gamers found the genre to be complete- 
ly inaccessible. Take a look at this past 
year. We could count the number of 
good flight sims on one finger. For all 
our progress, sometimes evolution takes 
a step backward. 


With SimCity, strategy games broke 
out of the turn-based doldrums and 
embraced real time with open arms. 


REAL TIME GOES BIG TIME 

When Will Wright released SimCity in 1989. 
strategy computer gaming broke out of the 
turn-based doldrums and embraced real 
time with open arms. Wresting absolute con- 
trol of time away from the player represent- 
ed one of the major turning points in the his- 
tory of computer gameplay. After years of 
playing PC titles based on board and table- 
top games, gamers were enthralled by the 
experience of playing in an environment that 
continuously unfolded— it was a Matrix-\\V.e 
effect. Prior to real-time gameplay, gamers 
had no idea that a quicker pace, faster on- 
the-fly strategizing, and more immersive 
play environments were even possible. 

Interestingly, SimCity was so groundbreak- 
ing in its real-time approach that it took PC 
game designers a few years to fully under- 
stand and harness the gameplay made pos- 
sible by real-time environments. In 1992, 
Westwood Studios released Dune II, the first 
traditional reai-time strategy game. Two 
years later. Blizzard released WarCraft: Ores 
& Humans. A year after that, Westwood 
released Command iS Conquer and Blizzard 
released WarCraft II. The genre was in full 
bloom a few years later, and it still is. 

StarCraft. Age of Empires, Warhammer 
40.000: Dawn of War— each new RTS 
continues to build upon Dune Ifs founda- 
tion, These days you can hardly find turn- 
based games. 






FERTURE 



debuted in SimCity 
can be directly 
traced to Dune If 


40,000: Dawn 
of War. 


THE DEBUT OF THE 3D SHOOTER 

Coinciding with the shift to real-time gaming, 
another huge revolution loomed. In 1992— 
thanks to John Carmack and John Romero— id 
Software released Wol^nstein 3D and chal- 
lenged the conventional rules of PC gaming. 

By the early ’90s, the influence of consoles 
such as the Nintendo Entertainment System 
was undeniable, and game designers were 
incorporating elements into PC games. 

Fresh on the heels of Wolfenstein 3D's suc- 
cess— and before any other company was able 
to release another 3D shooter— Id kicked the 
concept (and the gaming industry) into over- 
drive in 1993 with the release of Doom. In addi- 
tion to featuring blazing-fast action, Doom also 
triggered two wildly significant gameplay inno- 
vations: Its LAN-based play was the precursor 
to the online fragfests millions of gamers 
engage in on a nightly basis, and Id’s decision 
to embrace custom-created levels and level 
modifications granted previously forbidden 
access to hundreds of thousands of would-be 
level designers. The viral nature of download- 
able shareware also helped propel the addic- 
tive shooter. In fact. Doom has had a more 
significant impact on the evolution of PC gam- 
ing than any other game in history, 

A few games— most notably Half-Life and the 
recent release of Half-Life 2— have attempted 
to evolve the basic play mechanics Doom put 
forth, but most 3D shooters have simply stuck 
to the original formula. 


THE RPG REEMERGES- 
WITH A NEW TWIST. 

By 1996, CGW RPG reviewer Scorpia’s 
stinger was withering, and RPGs were get- 
ting tired- Microsoft was launching Windows 
95, and yet the games were still painfully 
old-school, revolving around the same fun- 
damental mechanics developed in the 1980s 
with the release of games like Ultima III. 

Blizzard changed the genre overnight in 
1996 with Diablo. This fast-paced RPG 
emphasized rapid mouse-based action over 
the sluggish, tedium-filled (and theoretically 
more cerebral) gameplay RPGs were previ- 
ously known for. Talk about a revolution. 
Some traditional RPGers were outraged that 
the game was being classified as an RPG. 
The simple click-based action felt like a per- 
version of their favorite genre, but it featured 
experience points, magic, hit points, and 
most importantly, lots and lots of magical 
items to find. 

For the gaming masses— and any hardcore 
RPG fan who gave the title a chance— 
Diablo's appeal was undeniable. Its focus on 
continuously rewarding the player for suc- 
cess (as opposed to punishing him), con- 
stantly moving the story and gameplay for- 
ward. and its overall emphasis on placing fun 
over tedious details are now mainstays in ail 
modern RPGs. Without Diablo, the role-play- 
ing genre might have gone the way of war 
games, flight sims, adventures, and Charo. O 


JOHNNY WILSON 

FORMER CGW EDITOR-IN-CHIEF 

0 What have been the biggest 
changes In PC play mechanics 
over the last 20*plus years? 

I SimCity. It showed that a game did 
not have to be about violence or 
based on fantasy to be interesting. It 
demonstrated the potential for gender 
crossover when more females began to 
play than had played previous computer 
games, and it showcased the idea, of real 
time in setting the stage for today’s real- 
time strategy games. 

2 Sid Meier's CivUizatiorr. The editori- 
al staff said it in the 150th issue, 
and I still say it; This is the best game 
of all time. It did not set the technolo- 
gy world afire. It merely offered the 
most amazing blend of construction 
and destruction, creation and conflict 
that had ever been assembled in a 
computer game. The turn-based mode 
gave you time to reflect on what you 
were doing, but the addictive nature 
of having to see what happened next 
kept you playing into the night with a 
"just one more move" mentality. 

3 Woifenstein 3D: Yeah, I know. You 
weren’t expecting me to answer with 
a shooter, and if you were, you would 
have expected me to say Doom or 
Quake. Sorry! Without this one, the FPS 
genre simply wouldn’t exist. It was the 
whining about killing the dogs that 
made the Id guys move to the Doom 
story line, because they didn’t believe 
anyone would object to killing demons 
(Wrong!), and it was the deathmatch 
mode in Doom that led to the FPS revo- 
lution. None of it would have happened, 
though, if they hadn't done this award- 
winning shareware product. 

Johnny Wilson and his wife, Wailam, 
live in the Atianta area. Johnny is cur- 
rently writing a trilogy of fantasy novels 
for Wizards of the Coast. 



'X-Com 


• trnnam 
cflsappobits garnets 
with action- 


11=- .in 

1996 

• BadMoio' 

•puke Nukem 3D 
'• Quake 

• Computer Gaming 
WotM names 
O^heation the best 
'game of all time. 


199S 

•WSKraftll 
• Commands 
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■FLASHBACK 


O 


FEHTURE 



JOHN ROMERO 


What has been the biggest change 
in PC play mechanics over the last 



When Richard Garriott’s Iconic Lord British 
character was assassinated by a UO player, 
gamers everywhere began to sense the 
seemingly limitless potential of massively 
multiplayer games. While the play mechanics are 
fairly different, L/O’s legacy lives on in World of 
WarCraft and other MMORPGs. □ 


O Wolfenstein 3D 0992) merited the debut of 
the most popular genre In PC gaming, but 
Doom pushed it into overdrive. The entire 
first-person-perspective genre owes its 
existence to the leoacv 


NEW WORLDS: 
THE CIRCLE IS 
COMPLETE 

O In 1997. Origin 
released Ultima Online. 
which represented a 
complete circle in the 
history of gaming. 
Fourteen years prior. 
Richard Garriott and 
Origin’s Ultima III: 
Exodus shocked 
gamers into playing 


Ultima Onlines initial financial success 
shocked game publishers into realizing 
how lucrative MMO games could be. 


CHRIS TAYLOR 


S What is one theory about PC 

game design you know Is true but 
can't prove? 

That players want a naughty game 
disguised as a normal game. I ain't 
provin' that one, but it's sooooo true!! 
Chris Taylor, the creative director at Gas 
Powered Games, is responsible for the 
likes of Total Annihilation, Dungeon 
Siege, and several crimes we're not 
currently aware of. 



RPGs. Ultima Online's 
initial financial success 
shocked game pub- 
lishers everywhere into 
realizing how hugely 
popular (and lucrative) 
massively multiplayer 
role-playing games 
could be. 

Unfortunately, Ultima Online's popular- 
ity and play mechanics were fleeting. 
Encouraged by UO's success, Verant 
Interactive and 989 Studios (now all part 
of Sony Online Entertainment) released 
EverOuest. The more simplified, action- 
oriented gameplay quickly captured 


20-plus years? 

To the point: incredibly graphic, brutal, 
and bloody destruction of your enemies. 
I’d say that thanks to our early 3D games 
at Id Software, we satisfied the thirst 
for blood that the public at large was 
evidently craving. Most games pre- 
Wolfenstein 3D had mild violence in 
them: since the beginning of computer 
gaming, violence has been a mainstay, 
whether it’s shooting little aliens or even 
selecting "attack" from a menu— the 
goal has been the same: obliteration of 
your opponent. 

Former lead designer at Id Software and 
one of the driving forces behind Doom 
and Quake, John Romero is now working 
for Midway on Gauntlet: Seven Sorrows 


gamers’ imaginations in ways very few 
digital experiences ever have. Much like 
Dune II and Doom. EverOuest (or 
Evercrack. as it was often called around 
the office when it first launched) has 
had a pervasive influence on gameplay. 
Virtually every massively multiplayer 
RPG released since has borrowed 
EverQuest's basic play structure. 

Essentially an online reinvention of the 
RPG, MMORPGs are having a revolution- 
ary impact upon our expectations of 
what a computer game can be. Think 
about it: After years of wishing for it, 
gamers can now truly and completely 
inhabit their characters in a fully realized 
universe. In online games, gamers can 
take on whatever persona they want. 
They can acquire property. They can 
work with other gamers to accomplish 
incredible feats. They can get married. 
They can exploit others. They can be 
evil. They can be good. They can be in 
between. What we are seeing today with 
EQ2, World of WarCraft. and City of 
Heroes is just the beginning of a new 
digital frontier. 

The early architects of gaming dreamed 
of a day when there would be virtual 
worlds populated with hundreds of 
thousands of gamers who could all play 
together. Looking forward, the only 
question now is what gameplay changes 
the next 250 issues will see. Q 



2000 '' 

• Ultima IX: Ascension 
released In highly 
buggy state. 

• Columnist Jeff 
Green pens harsh, 
controversial open 
letter to Lord ^tis^ " 
aka Richard Garriott. 
'•■everQuest 


2000 

* High Heat Baseball 
2001 released:.CGtY 
office pool results rn~ 
editors coming to 


2001 "--.. 

> tVOVY announced. 
• Ion Storm closes. 
'• fi^eive/ed^nania 
sweeps ■ 


EvertSuestll 
-Slfl Meler^ Plratesl 
World ofWarCraft 
Half-Ufe2 


Inducted Into CGIY- 
Hall of Fame...first 
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WHERE BUSINESS GETS FUN 



expo 


THERE'S NO BETTER PLACE TO EXPERIENCE 

THE LATEST PC, ONLINE AND VIDEO GAME PRODUCTS 

Conference: May 1?-19 
Exposition: May 18-20 
Los Angeles Convention Center 


0 is a ifode even • only qualified industry prolcssionals may attend. No one under 18 will be adinilted, including infants. This policy is strictly enforced. Visit www.e3e>po.coiit For registration guidelmcs. 





WIN A PSP EUERV DAV 







IN MARCH AT 1UP.COM 






^ Reuieujs 


This month’s highlights and lowlifes 



PUBLISHER: LucasAtts Entortainmont DEVELOPER Obsidian Entertainment GENRE- HPG ESRB RATING. T REQUIRED. Pentium III IGHz, 256MB RAM, 
32MB videocard RECOMMENDED: Pentium 4 1.6GHz, 512MB RAM, 12eMB videocard MULTIPLAYER; None 



Star UUars: Knights 
of the Old Republic II: 
The SIth Lords 

Is that a double-sided lightsaber in your pocket? 


O The handmaiden (she won't tell mo her real q Don’t let this handsome fellow’s good looks deceive O Vaklu troopers go down tike big sissies as I slice 

name) and I cut through monsters on Dxua you. He is up to no good! and dice them with my double-sided lightsaber. 
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B Things are looking 
grim for Jedi Knight 
Dumbo McMoron. 
Fortunately, I have 
recently saved. 


I The new story and characters 
more than hold their own in this 
worthy sequel. 


Verdict 

Doesn’t break any new ground, but 
still solid entertainment and better 
than any Star Wars movie in 25 years 
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BioWare, manages it with a fine hand. This 
team was the main creative unit behind 
1999’s awesome Planescape: Torment, one of 
the most complex, adult RPGs ever made. 

As you make your way through the story 
line, tackling the multiple subplots and side 
quests (I spent more than 50 hours getting 
through it all), your decision making, as you 
pursue a light or dark path, is more ambigu- 
ous. with more unexpected consequences. 
(Light-side players will find themselves 
scolded for doing "the right thing” at times.) 

The NPCs, too, while often conforming to 
standard Star Wars archetypes (the wise- 
cracking pilot, the loveable droid), are, in 
some cases, like Kreia, the mysterious Jedi 
consular at the heart of the story, much 
more richly drawn this time. If there is any 
fault with the story or characters, it's the 
same one the designers made in 
Planescape: using huge passages of dia- 
logue and exposition that, while always 
well-written, will try the patience of those 
who just want to, you know, play the game, 

SAME AS IT EVER WAS 

As far as that goes, you’re basically playing 
KOTOR again— and that’s not really a com- 
plaint. Obsidian has made some tweaks to 
the game engine— for example, adding Jedi 
"forms" (kind of like combat stances)— but 
honestly, I made it through the whole game 
without noticing a single difference. New 
Force powers and weapons abound, and 
many of them are quite good (Force 
Scream was one of my favorites), but, as 
usual, the real fun, and the most power, 
comes from the lightsaber. In fact, by the 
game’s midpoint, it’s practically too power- 
ful— I was able to cut through hordes of 
enemies with almost no trouble, ever. 

Obsidian makes up for that, though, in 


one of the game's few annoyances. A few 
times, you will find your party unexpect- 
edly split in half, or, in one case I experi- 
enced, completely unavailable, locking 
you into a sequence with a particular 
character or characters you don't really 
know or haven’t used before and may not 
have properly equipped. On the other 
hand, the enemy A.I. is occasionally utter- 
ly brain-dead, making these tougher 
encounters easier to manage. Often, just 
hiding behind a piece of 
furniture will solve the 
problem with melee fight- 
ers. Or even just attacking 
from long range, because 
certain bad guys will fail to 
trigger at all. 

Graphically, the game is 
getting dated. This is what 
happens when a sequel 
comes so fast. It’s nice to not 
have to wait five years— but 
one wishes that Obsidian had 
had more time to give us cool- 
er stuff to look at. It doesn’t 
help, further, that some of the 
game’s locations, like Dantooine, 
are essentially retreads of the first 
game's. That’s just lazy. 


INTO THE BLUE AGAIN 

But if KOTOR II ultimately feels like 
KOTOR 1.5. well, better that than 
Daikatana 15. right? This is a very 
good follow-up to the best single- 
player role-playing game in years, 
KOTOR II is a big. often complex, 
mature piece of storytelling— and I' 
take it over anything that’s been 
onscreen with the Star Wars 
in 25 years. £3 Jeff Green 


As the countdown toward Star 
Wars Episode III continues, 
only one question remains: Is it 
going to suck less or more 
than Episodes I and //? Let’s 
not even broach the possibility of it 
being good. That's just setting us up for 
disappointment— again. 

Meanwhile, Sfar Wars Knights of the Old 
Republic II: The Sith Lords has the exact 
opposite problem. KOTOR wasn’t just a 
good game, it was one of the best Star 
Wars games ever made, right up there with 
X-Wing and Dark Forces, combining a great, 
original Sfar Wars story line with deep, old- 
fashioned D5D-style roleplaying. 

KOTOR ll's challenge is that it must live up 
to those high standards. The good news is 
that it mostly succeeds. And though it 
doesn’t really innovate at all over the first 
game, the new story and characters more 
than hold their own in this worthy sequel. 


HOW DID 1 GET HERE? 

KOTOR II is set five years after the first 
game, which itself is set 4,000 years 
before the events of the first movie. It was 
a smart conceit, allowing the designers to 
use the Star Wars universe without being 
slaves to the films. 

This time around, a civil war has left the 
Jedi order decimated, and the Sith have 
been hunting down all the remaining Jedi 
Knights. As KOTOR II opens, only one known 
Jedi is left, and guess who that Is? Yeah, it’s 
you. The only problem, in standard RPG 
fashion, is that, after living through a Sith 
attack, you awaken to find that your connec- 
tion to the Force has been severed and you 
have no real knowledge of what’s going on. 

It’s standard-issue stuff, but developer 
Obsidian Entertainment, taking over for 



a PUBLISHER: Arush Entertainment UE ■ ELOPER: Cyberlorc GENRE Smut Empire Builder E5RB RATING- M REQUIRED: Pentium III 800, 
256MB RAM, 1.5GB install, 32MB videocard, DVD-ROM drive RECOMMENDED 512MB RAM, 64MB vidcocard MULTIPLAYER None 


Playboy: The mansion 


Welcome to Areola 51 

I hen I was in seventh grade, 
my friend Peter LaMarca 
would steal Playboy maga- 
zines and bring them to 
school in a shoebox. I would find boys will- 
ing to pay twice the cover price for these 
magazines. We made a killing. But this was 
well before the Internet brought bare- 
naked boobies straight to Junior’s comput- 
er for free. Peter and I would be obsolete 
today in much the same way Playboy: The 
Mansion is, though the game perishes at 
the twin swords of better, more accessible 
smut online and better, more accessible 
gameplay just about everywhere else. 


TURN-ONS 

Confounding expectations, Playboy: The 
Mansion actually almost makes a case for 
itself as a diversion worthy of some, if not 
much, of your time. As Playboy founder 
Hugh Hefner, you can play in a pure (and 
utterly boring) sandbox mode, or you can 
plod through the marginally interesting mis- 
sions. The missions take you from the very 
beginnings of the magazine, through its tri- 
als and tribulations (i.e., the Moral Majority), 
Up to the present day. Every mission has a 
slew of objectives to meet (starting a video 
business, getting big stories), all while you 
deal with the month-to-inonth challenge of 
putting together a magazine. And getting 
that magazine published every month- 
hunting down the killer interview, meeting 
current market demands, etc.— can be kinda 
fun. Kinda. The first dozen times maybe. 
After a very short while, it becomes a grind, 
a grind not helped by the unchallenging 
assembly-line process of slapping each mag 
together. It’s the same with the game’s sig- 



Q Tr^sjoUe, Coco! Trisjollel 


Q Another freaking party— please kill me now. 


O Public sex. Boy does it get aid, and fast. 

nature photo shoots— once you come to 
terms with photographing topless digital 
models, it’s sort of challenging and fun until 
an incredibly narrow selection of poses 
utterly kills that part of the game. Plus the 
models frequently go all Blair Witch on you, 
posing straight into the corners of rooms. 

TURNOFFS 

The game looks and plays a lot like The Sims 
2— just without the charm, depth, challenge, 
graphics, animation, possibilities, freedom, 
and ability to generate a desire to keep it 
installed. Everything you do in the game is 
repeated ad infinitum, and it totally kills any 
interest the game might muster. Most of the 
game is spent throwing parties. This would- 
n’t be so bad if the parties were entertaining, 
but each and every one plays out the same 
way, thanks to a criminally limited amount of 
interaction choices. Everyone stands around, 


someone gets drunk, people have sex in 
public, and you do it all over again. Like a 
boot stomping you in the face, it might be 
tolerable the first time, but somewhere 
around the 17th, you’re ready to stop. 

The game is also rather sloppily construct- 
ed. Playmates will hover in midair, humping 
someone who isn’t there. A character may 
sport a beard on just one side of his face. 
And since the camera is fixed squarely on 
Hef. finding people in the mansion is a big 
pain in the ass. 

So is there any value here? Well, there’s a 
bunch of in-game music, including one ditty 
that features the lyric "Love is a chemical, 
straight from your genitalsl" so I imagine 
that the hunt for the perfect father/daughter 
dance song for countless weddings has just 
ended. But other than that, no, 

63 Robert Coffey 


Verdict 

COW’S unabashed dictionary says: If 
this is living the life, you might prefer 
dying the death. 


'i 
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Q PUBLISHER Electronic Arts DEVELOPER. EA Canada GENRE. Racing ESRB RATING' E REQUIRED Pentium III 933MHz, 128MB RAM, 2GB Install 
RECOMMENDED Pentium 4 2GHz, 2S6MB RAM, 128MB vidcocard MULTIPLAYER Internet, LAN (2-6 players) 


Need for Speed 
Underground Z 


...in which Kristen finally gets her due 


I’m almost embarrassingly late 
with a review of NFSt/2— the 
game was released last 
November— but considering 
CGWs track record of giving me 
only juvenile, crappy games to review, can 
you blame me for drawing out a good one? 
Not that it took much— A/FSLf2 is so big 
that even If I’d tried to speed through it, it 
still would have taken me a while to play 
It...probably just long enough to tide me 
over until the next iteration of the series. 
Very crafty, EA! 

NFSU2 definitely goes a long way toward 
erasing those other games, with graphics 
that are nothing short of gorgeous as you 
careen through the fictional city of Bayview, 
made up of five different sections that 
unlock as you progress. Bayview is huge, full 
of bridges, buildings, fountains, turnpikes, 
shortcuts, hills— tons of interesting opportu- 
nities for cool races, all rendered crisply and 
colorfully. Rain and lighting effects aren't 
muddied even when graphics settings are 
cranked up, and lag wasn’t ever an issue. 

GO WHERE YOU WANNA GO 

Movement through the big, open city gives 
the illusion of total freedom— you can 
explore everywhere in search of predeter- 


mined race points as well as "pickup" races 
you find along the way. But the story itself is 
essentially on rails, insomuch as you must 
complete a certain number of races to win 
attention from a sponsor, and then win a 
certain number of predetermined races to 
fulfill your sponsorship. Winning a certain 
race or races gets you noticed by a maga- 
zine. and you need to get on a certain 
number of magazine covers in order to 
unlock the next part of the city, etc. 

The races themselves aren’t exactly free- 
roaming, either; it’s not as though you know 
where the start and finish are and get there 
by the fastest route. Rather, you follow a 
prescribed route with few shortcut opportu- 
nities. Still, the races are damn fun, and it’s 
great that you don’t have to do every type 
of race to progress, so if you're good at 
circuit and drag racing but crap at sprints, 
you can choose a sponsorship that’s heavy 
on the races you like. This is pretty indica- 
tive of how friendly the game is overall— it’s 
not so easy that you're over it quickly, but it 
is forgiving enough that when you lose a 
few races while mastering drifting you won’t 
toss the controller down and give up. 

Tweakers will appreciate the tons of avail- 
able modding options, but while I enjoyed 
goofing up my Peugeot with various 


I NF5(J2 ranks among the most 
entertaining games I’ve played in a while. 



spinning rims, side skirts, and neon under- 
lighting, I can't say the result was a particu- 
larly good-looking car. so the attraction 
wore off pretty fast. But that didn’t mean I 
could ignore it— to progress, you have to 
achieve a certain "visual rating." 

That and the ridiculous story and pathetic 
voice acting from a faux-street Brooke 
Burke notwithstanding, NFSU2 is the most 
fun racing game I've played in a while. It 
totally delivers the stuff that makes me a 
fan of arcade racers; a kick-ass environment 
and just enough deviation from reality to 
make me want to stick with it even when I 
don't immediately win. In fact, NFSU2 ranks 
among the most entertaining games I’ve 
played in a while— and I’d say that even if 
my last two reviews hadn’t been for Leisure 
Suit Larry and SpongeBob SquarePants. 

63 Kristen Salvatore 


Verdict irkirki: 

Not as free-roaming as it claims to 
be, but a damn fine ride all the same. 
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REUIEUUS 1 


a PUBLISHER: Atari DEVELOPER: Stormfront Studios GENRE: Action ESRB RATING: T REQUIRED: Pentium III ICHz, 256MB RAM, 64MB videocard, 
2.8GB Irtstall RECOMMENDED. None MULTIPLAYER None 




R pparently written by a college 

freshman who barely passed psy- 
chology but really, really liked it, 
Demon Stone is chock-full of awful 
character development. In this third-person 
hack-n-slashing action game, each of your 
three heroes has a sob story about how he 
was separated from his home and family. 
Together, they must save the world from 
the hideous fate of being ripped to shreds 
by two armies intent on destroying each 
other. However, your main incentive for 
staying alive doesn't spring from any fond- 
ness for the characters, but from a desire to 
avoid being force-fed the same cut-scenes 
over and over again. 

rs THERE A “YOU” IN TEAM? 

The basic setup of the game has promise. 
You can switch players on the fly, and each 
has a specialty to offer. The rogue can slip 
through the shadows unseen and slaughter 
enemies. She also jumps, but that’s needed 
only for a few mini-scenes and hidden trea- 
sure spots. Using the fighter doesn't require 
much finesse, since his strength is, well, his 
strength. His special abilities include busting 
large rocks and obstacles. The mage has an 
unlimited long-range attack, much better for 
killing end guys than knives and axes are. 

Yet the game doesn't take advantage of 
its foundation. Much of the gameplay 
involves either protecting something or 
attacking something that’s protected. 
Defeating most of the bad guys doesn't 
require finding weaknesses, so the attack 
description you find most pleasing is the 
one you choose to level up. 

When upgrading, there's no need to ration 
your experience points or gold. Even if 
you're a pacifist, you can still afford every- 
thing. This would be very cool, but all of the 
characters’ upgrades are focused on their 
main abilities. After a while, you get bored of 
seeing the words "increases the time Zhai 
remains undetectable." 


GAMECLAW 

The most irritating aspect of Demon Stone is 
the carpal-tunnel-syndrome-inducing game- 
play, which harkens back to the original 
Diablo. The incessant clicking is reminiscent 
of, but not nearly as gratifying as, using a 
retractable ballpoint pen. 

Another major problem is that you can't 
control the camera angles. Since the lens is 
always focused on the bad guy or the envi- 
ronment, it's embarrassingly easy to lose 


Forgottsn Rsalms: 
Dsmon Stons 


In the realm of the senseless 


I The incessant clicking is reminiscent 
of, but not nearly as gratifying as, 
using a retractable ballpoint pen. 


Archers and mages often hit their own grunts, 
and the thugs themselves can't go two steps 
without elbowing each other in the ribs. 

Maybe it's just Patrick Stewart’s narration, 
but Demon Stone is enjoyable despite its 
flaws. If you want to get your knuckles 
bloody or evaporate enemies on the spot, or 
better yet, if you're in a vicious, backstab- 
bing mood. Demon Stone satisfies those 
basic needs, but not much else. 

(2 Rebecca Gross 


O The Ore King calls upon his minions. 


your character. Even more maddening are 
the sudden view changes that leave you 
wondering which direction you’re actually 
heading. The lack of manual camera control 
also makes it easier to accidentally deflect 
enemy fire into your teammates, though nor- 
mally they don’t wander aimlessly into 
enemy fire. In fact, it's almost guaranteed 
that if someone dies on a mission, it's the 
character you're currently controlling. So 
hooray for you. 

The enemy A,l„ on the other hand, leaves a 
lot to be desired. Characters’ predictable one- 
two-three attacks are easily countered, and 
their group communication is nonexistent. 


Verdict ★★★ V/V 

Could have been much better, could 
have been much worse. 
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REUieUUS 


B PU8USHER: Monto Crista DEVELOPER: Digital Jesters GENRE: Peasant-Appcascmcnt simulator ESRB RATING. T REQUIRED: Pentium III 1.2GHz, 2S6MB RAM, 
64MB videocard, 950MB install RECOMMENDED: None MULTIPLAYER. None 


medieual Lords 

The definitive nonorthogonal construction sim 


R ecording to The Oxford History 
of Medieval Europe, it was 
medieval rulers who invented 
the phrase “get medieval on 
your ass.” And they meant it. And they 
did it as often as possible. It was a time 
when even the slightest civic complaint 
was resolved with swift and horrible ret- 
ributlon. The commoners are complain- 
ing because they're hungry? How about 
we convene a peasant advisory council, 
have them prepare a report, and then fill 
their bellies with boiling oil. Through 
their butts. So forget Evil Gen/os— you’d 
think a game called Medieval Lords 
would really let you indulge your Inner 
Omen-esque devil child. Instead, 

Medieval Lords is a largely by-the-num- 
bers city-management sim that, while not 
incompetent, is bone dry enough that 
you may eventually start to hope for one 
of those fabled game-induced epileptic 
seizures Just to spice things up a little. 

For the most part, the game is struc- 
tured like pretty much every city-building 
game ever made. You lay infrastructure 


and do whatever you can to keep the 
rotten peasants happy so that they’ll pay 
taxes and keep breeding. The entire 
palette of available structures is bland. 
For instance, even though your main 
building is called "the dungeon," 
nobody’s ever tossed into it and then 
never seen again. In fact, nothing bad 
ever happens there. City Hall would have 
been a better name for it. 

The game’s big innovation is its 
“nonorthogonal" construction system. 
What this means in nonmedieval terms is 
that buildings can be placed at any 
angle, and bordered areas, such as corn 
fields and cow pastures, are arbitrarily 
defined using a point-to-point system, 
sort of like creating a trapezoid in a paint 
program. On a purely aesthetic level, this 
gives your resulting cities an appropri- 
ately ramshackle look. In gameplay 
terms, however, using the touchy place- 
ment interface to maximize precious real 
estate can be a real pain. 

There’s also a combat system you use to 
defend your borders from encroachment 



and expand into adjacent territories. But 
with only two types of troops available 
and a completely hands-off battle engine, 
the combat feels distinctly halfhearted. 

Medieval Lords is a familiar-feeling game 
with absolutely no personality. On top of 
that, it utilizes the much-maligned 
StarForce copy protection scheme. So if 
you were looking for a game to skip on 
principle as an act of protest, this would 
be a painless choice. OErik Wolpaw 


Verdict -kirkid; 

A thoroughly routine city-builder. 


PUBLISHER Shrapnel Gomes DEVELOPER. ProSim GENRE: War gamo ESRB RATING Not Rated REQUIRED: Pentium II 300, 32MB RAM, 3S0MB install 

RECOMMENDED. None MULTIPLAYER; Internet (2 players) 
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What’s new, pussycat? Very little 


I 

he developers of Raging Tiger: factors essential to 

The Second Korean War have small-unit actions, 

tried so hard to make a hyper- such as morale and 

realistic war game that they leadership, 




seem to have forgotten that it’s more 
important for a good game to be enter- 
taining than completely realistic. The 
setting is a near-future U.S. preemptive 
attack against North Korea that aims to 
destroy its weapons of mass destruc- 
tion. Battles take place in real time and 
at the tactical scale, rarely involving 
formations larger than a battalion. 

The combat engine tries to model all 
aspects of modern warfare, including 
refugees, collateral damage, and over 
a dozen different ammunition types. 
Unfortunately, so much attention is paid 
to hardware issues such as gun-penetra- 
tion rates and vehicle speeds that "soft" 


are ignored. 

Also absent is a r 
credible attempt at 

making the game QQgEyS SyQQuSBS 

playable. There are 
so many orders and options available 
that even simple things like moving 
require far too many clicks and menus. 

The tutorials and the 100-pius-page 
manual are not particularly enlightening 
and do little to leach a newbie the 
basics of the game system. 

If you can get past the clunky interface 
and poor A, I,, there is some value in 
Raging Tiger. The game ships with 12 
scenarios, multiplayer options, and a 


very detailed scenario editor. For those 
of you who crave endless realism in your 
war games, it’s probably as realistic a 
military simulation as you’d get without 
risking being exposed to lEDs and insur- 
gent attacks. For the rest of us, it simply 
fails as a gamelSoi Luo 


I Almost as hard to play as it is to look at 
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B PuaLISHEl^ Tr) Synergy DEVELOPER Razbor Studios genre Adventure ESRB RATING T REQUIRED- Pentium ill 1GHz, 256MB RAM, 64MB Videocard, 1.SGB install 
RECOMMENDED: F>entium 4 UGHz, 512MB RAM MULTIPLAVER None 


Leaacu: Dark Shadovjus 


U hen the quotes on the box 
,of a new game repeatedly 
stress an easy Interface as 
_ ’ Its most remarkable feature, 


vacation hot spot that you'll visit as an 
Earth-born female PI, boasts a marquee that 
reads, "Your best stay on the Mars. Enjoy 
your staying." As if this Isn’t enough of a 


giant rat in a tunnel, and in a warehouse 
you'll encounter a humanoid that you must 
kill even though it never really bothers you, 
or else the game grinds to a halt. 


you know you’re in trouble. This is espe- hint about the game's quality, it presents You'll wield a few weapons in Legacy, but 

dally true V/hen it’s a 2D adventure this marquee amidst some of the most what you’ll fight most is boredom. There is 


game. I mean, how much is there to mess 
up? You point the mouse and you click. 
Unfortunately, Legacy: Dark Shadows, the 
adventure game in question, really does 
have little else going for it. 

The Hotel Ares, 22nd-century Mars' new 



onist, acts a little fishy In more ways Mian one. 


mundane, dated-looking industrial back- 
drops and 3D character models seen since 
Tri Synergy's last second-rate sci-fi adven- 
ture, Midnight Nowhere. 

Legacy's interplanetary tale is weak, too; 
it has more holes in it than a moon made 
of green Swiss cheese. The story centers 
on the abduction of your journalist friend 
in connection with government misdoings, 
but midway through, it flings you into a 
radioactive, dilapidated city and then 
abruptly flings you back without tying up 
the loose ends there, 'vVorse, the prologue 
and ending diaries have little to do with 
either of these scenarios. Razbor’s website 
provides additional backstory that better 
links some of the game's areas, but pro- 
longed thinking about this game is the last 
thing you'll want. The enemies are down- 
right goofy: there’s a ridiculously blocky 


little history explained or emotion shown 
between the supposedly friendly main char- 
acters, and all of the voice acting is uniform- 
ly numbing with nary a trace of lip-synching. 
The voiceovers sound as if different cheap 
mics and effects were haphazardly changed 
during the recordings. There are many basic 
inventory puzzles like spraying water onto a 
camera to keep it from watching you, and a 
few simple logic puzzles like pushing barrels 
around, but with the low production values, 
they aren’t much fun. You'll actually welcome 
Legacy's Intermittent desktop crashes so you 
can leave the game quickly— but better yet, 
don’t buy it at all. j^Denlce Cook 

I 

The only thing Legacy leaves you with Is ^ 

a feeling of relief when It’s over. 


Q PUBLISHER: The Adventure Company DEVELOPER: Kheops Studios genre. Advcnturo/Puzcic ESRB RATING: T REQUIRED Pentium ill aoOMHz. 64MB RAM, 
1CB Install, 64MB vidcoeard RECOMMENDED. Pentium 4 1GHz, 128MB RAM MULTIPLAYER None 


Return to mysterious Island 



T o the more literate among us, 
Return to Mysterious Island 
obviously relates to Jules 
Verne's novel The Mysterious 
Island. I’m not one of those sufficiently 
well-read people to have known this 
before playing Return to Mysterious 
Island, though the connection was 
revealed as the plot unfolded. At any 
rate, Return to Mysterious Island tells 
the story of Nina, a young woman 
attempting to sail around the world 
when a storm sinks her boat and washes 
her up on the shores of...you guessed it: 
the Mysterious Island (otherwise known 
as Captain Nemo’s retirement 
home/final resting place). 

As adventure games go. this is a rather 
small one that only seems longer and 


Survivor, Jules Verne style! 


■ Unlike in most adventure games, you’ll 
often find multiple solutions here. 


larger because of the 
time it takes to solve 
some of the puzzles. 

Unlike in most adven- 
ture games, you’ll often 
find multiple solutions 
here; some puzzles are 
entirely optional, and 
solving them rewards 
the player with more 
insight into the plot. 

It’s not exactly a diffi- 
cult game either, aside 
from some of the pixel 
hunting for vital objects (one word: salt- 
peter) and the series of electronic combi- 
nation lock puzzles near the end. 

However, toss in a monkey sidekick 
named Jep, and we have enough island 


castaway cliches and charm to keep this 
castaway from becoming a castoff, 

Stephen F. Gehringer, Esquire 


Verdict ★★★★ 

It’s not about to revolutionize the adven- 
ture genre, but fans of such games will 
not be disappointed. 
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Q PUBLISHER: Strategy First DEVELOPER Nicely Crafted GENRE. MMORTS E5RB RATING T REQUIRED Pentium II SOOMHz. 64MB RAM <12eMB for Windows XP), 28 J Internet 
connection RECOMMENDED Pentium III BOOMHt, 128MB RAM (256MB for Windows XP), 32MB videocard, 56K Internet connection MULTIPLAYER Massively Multiplayer 


Time of Defiance 

That feeling is your life slipping away 


R emember how every so often on 
Looney Tunes, Bugs or Daffy 
would sneak into the lab of some 
mad scientist and have it out 
with him? Remember how somebody 
would knock over a jar of ether and 
everything would kind of... sloooow... 
dowwwwwwnnnnn? Well, if you liked 
that wascawwy wabbit better once he 
had tranq’d up, Time of Defiance is the 
game for you, as developer Nicely 
Crafted has taken the RTS genre and 
cracked open the oi’ ether jug on it. 


ITS... 

This is not to say that TOD is a bad game. 
It's built on a solid enough 4X model, and 
there's a wide variety of ships, structures, 
controls, and resources to work with. Plus, 
aside from the huge scale, there's not a 
whole lot of difference between TOD and 
your average RTS, so the learning curve is 


fairly smooth. The whole game takes 
place in a solar system made up of tiny 
planetoids floating around a central gravi- 
ty core. You start out on your own little 
chunk of heaven and have a modest 
fleet— and you just go from there. 

..50... 

Unfortunately, going "from there” can be 
one long-ass trip. The first scout ship I 
sent out took 12 minutes to arrive at an 
adjacent sector— and that’s 12 minutes of 
my time, not game time. Meanwhile, I 
ordered my shipyard to build a colonizer, 
which gave me ample time to lake a break 
and eat dinner while the ship was under 
production. To be fair, once you've built 
up a big enough empire, you’ll have a lot 
of stuff going on simultaneously and not 
so much thumb-twiddling to do. But even 
then, the game is permeated with a sense 
of unhurriedness. If you manage to tussle 


■ Unfortunately, going “from there” 
can be one long-ass trip. 



□ The graphics engine may not be flashy, but at 
least it has a great zoom function. 


with another player (which is rare), you 
usually just sort of sit back and watch 
your warships lob torpedoes at each other. 
And the game's rather staid color palette 
and simplistic graphics don't do much for 
the adrenaline factor, either. 

..5LOW... 

Nevertheless, MMO fanatics will find plenty 
to like here. TOD give them something to do 
besides sharpening their +5 broadswords, 
and it’s one of the few games out there that 
provides a sense of what it must be like to 
govern a vast empire. If you're looking for 
RTS writ large (and slow), TOD is worth 
checking out O Eric Neigher 


Verdict ★★★ 

Heavy on time, light on defiance. 





When the sprites come 
, marching in 


avid Erickson has been doing 18th- 

U century warfare for a while now. 

His Horse & Musket series has been 
responsible for giving computer 
war gamers the rare chance to fight impor- 
tant but obscure battles from a time when 
armies dressed like peacocks lined up and 
just shot at each other. Erickson’s designs 
have done a good job of capturing the 
cumbersome command structure of the 
time, and although the system based on 
leader activation is nothing new (nothing 


interaction is modeled. The competence of 
the A.I. opponent seems very uneven— in 
some scenarios it's very respectable and 
puts up a good fight, while m others it 
seems completely at sea, Given Shrapnel's 
history, expect an expansion pack full of 


ev^ if it isn't amazing to look at. 


about his game system really is), it’s a very 
faithful traditional war-game rendering of 
pre-Napoleonic warfere. 

Dragoon feels very much like its predeces- 
sors in terms of not only its basic game 
mechanics (which are very similar), but in 
the look of the game and the structure of its 
scenarios. Serious war gamers will appreci- 
ate the degree to which combined-arms 


new scenarios to be released sometime in 
the future. Don’t expect anything pretty, but 
with this kind of war game, you basically 
have to accept tha t the m eat Is in the 
mechanics. I 



It’s a very faithful 
traditional war- 
game rendering 
of pre-Napoleonic 
warfare. 



WWWUt'V 







( PUBLISHER: The Adventure Company DEVELOPER Detallon GENRE: Adventure ESRB RATING: E REQUIRED- Penttum IK 1GHz, 12SMB RAM, 1.6GB install, BAMB videocaid 
RECOMMENDED: Pentium 4 2GHZ, 256MB RAM, 128M8 vIdeocard MULTIPLAYER None 


Sentinel: Descendants In Time 



I I n Sentinel: Descendants In Time, you’re 
a robber infiltrating a tomb guarded by 
Tamara, a holographic woman from a 

^ futuristic civilization. She installs 

mechanical and pattern-recognition puzzles 
to halt your spelunking, but instead of the 
timeworn Egyptian theme you’d expect, the 
backdrops here are images she’s re-created 
from her high-tech homeland. As you 
progress through beautiful Juplter-englne- 
powered 3D worlds, this guardian tells you 
things about herself and gets you wonder- 
ing if you, too, are one of her creations. 
These plot twists partially make up for the 
lack of backstory about you. 

Certain puzzles are elegant (if unrealis- 
tic). like those you’ll find throughout a 
lovely marshland world, where you’ll create 
walkways from light beams and use flow- 
ers to energize elevators. Unfortunately, 


many puzzle^ are just 
tedious, such as a space 
station surrounded bv a 


maze that hampers your 
entry and exit. 

Tedious, too, are a sym- 
bol-laden lava locale and £ 
seaside world with color- 
coded ropes that activate 
pathways: Both areas h 
so many bridges to fix 
you'll feel more like a 
maintenance worker than 


twists, character interac- "’"’“S'’ 
tion, and a built-in hint system keep Sentinel 
from being completely boring and frustrat- 
ing; it's a shame that the repetition in certain 
worlds robs this tomb-raiding adventure of 
its potential^jDenice Cook 


Point, click, fix, watch, explore, 
repeat, bfah blah blah. 


Q PUBLISHER: Matrix DEVELOPER: Koios Works GENRE War Game ESRB RAltrin E REQUIRED: Pentium Jl SOO, 128MB RAM, I.OGB install, 64MB vidcocard 
RECOMMENDED. Pentium II 800, 256MB RAM, 12SMB vidcocard MUI.tipi.ayFR Internet (2 players) 



Tin Soldisrs: 
RIeHander 
the Great 


U The last stand of the Persian army. 

after the fall of their commanders. 

Tin Soldiers comes with eight interest- 
ing scenarios and a campaign. 
Unfortunately, you must play through the 
campaign game to unlock the scenarios. 
You also can't play as Alexander’s ene- 
mies except in multiplayer. Even more 
unfortunate than these restrictions is the 
lack of PBEM play. Tin Soldiers allows for 
Internet play, but with battles often last- 
ing hours, it is impractical. 

Despite its faults. Tin Soldiers is still a 
worthy purchase. It distinguishes itself 
through its presentation, gameplay sys- 
tem, and a subject matter that’s neglected 
in computer war games. Q Di Luo 


D n the olden days, traditional war 

games were generally forced Into a 
“you go, I go” system in which players 
take alternating turns due to the com- 
plexities of keeping track of simultaneous 
“we go” turns. Even with the advent of 
computers to handle the bookkeeping, few 
designers dare defy orthodoxy to make 
we-go games. Koios Works breaks tradition 
with Tin Soldiers: Alexander the Great, a 
simultaneous-turn tactical game that’s both 
playable and enjoyable. 

Tin Soldiers depicts the great battles of 
Alexander, from his suppression of Thebes to 
the invasion of India, Its name describes its 
unique presentation: Rather than looking 
like boxy graphics of cardboard chits, Tin 
Soldiers' units are beautifully detailed 
miniatures that look fresh from the toy box. 

Gameplay is relatively simple. Each turn 
has three phases: command, reaction, and 
reserve. In the command phase, both sides 
tell their units whether to move, attack, or 


defend. In the reaction phase, certain units 
can have their orders changed to react to 
enemy moves. Finally, in the reserve phase, 
units that were held in reserve may receive 
orders, often to plug holes or react to emer- 
gencies. Since things happen simultaneously, 
there's a great deal of unpredictability, and 
you must plan for the enemy’s future moves. 

The system does a good job of simulat- 
ing the linear warfare of the period with- 
out bogging down in useless detail. 

Frontal assaults are often bloody for both 
sides, while even the strongest units 
crumble when attacked from the flanks. 
The system is not perfect, however. 

Lightly armed skirmishers are (as expect- 
ed) nearly worthless in melee but are not 
given higher movement rates than the 
heavily laden phalanxes. Morale and lead- 
ership are undervalued, as armies fight 
nearly to the last man even with their 
commander dead, even though ancient 
armies were notorious for melting away 


One tin soldier rides away.... 


with Indian 


Verdict ★★★v 

Finally, a good ancient-era war game! 
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B PUBUSHER Paradox Entertainment DEVELOPER' Paradox Entertainment GENRE: Real-time historical war same ESRB RATING: E REQUIRED Pentium II 
45DHHZ, t28M8 RAM, 900MB install RECOMMENDED: Pentium II SOOMKz, 512MB RAM MULTIPLAYER: Internet, LAN (2 players) 

Hearts of Iron II 

Brains of cheese 


P aradox Entertainment’s Europa 
Universalis was, without a doubt, 
one of 2001’s most original 
designs, an ingenious conversion 
of an obscure, complex board game into 
an engaging real-time strategy game. 

Since then, Paradox has been using its 
game system to shoehorn lots of different 
historical periods into computer games— 
most notably the fatally flawed Hearts of 
Iron. While this sequel fixes some of that 
game's most egregious problems, the fact 
of the matter is that a design that works 
well for 17th-century geopolitics doesn’t 
work so well for 20th-century wars. 

Hearts of iron II is undoubtedly the most 
detailed strategic World War II game ever 
created. Far more than a combat game, it 
features a system that allows you to influ- 
ence the very political underpinnings of the 
prewar period, as well as research weapon 
systems, which has a significant impact on 
military success. 

Unfortunately, all this detail doesn’t quite 
add up to a convincing simulation of WWII, 
The biggest problem is that the province- 
based movement system doesn’t lend itself 
well to re-creating the kinds of huge 
land campaigns that give a good 



Q The provindal movement system feels most awkward when dealing 
with huge fronts like Russia. 


strategic war game its 
sense of scope. The sec- 
ond problem is that the 
detail itself doesn’t feel like 
it makes a lot of difference 
in combat. That’s not to 
say it doesn’t; rather, there 
is too much detail to han- 
dle relative to the payoff. A 
lot of it feels like added 
flavor, as it doesn’t have a 
direct impact on the game. 

People looking for a 
WWII sandbox with tons 
of detail will love this 
game since there is sim- 
ply so much to do. Unfortunately, games 
this detailed need to ensure that a complex 
system will still yield plausible results. A 
game that allows the entire German army to 
hole itself up in Warsaw while the Poles 
control all of Germany clearly has some 
mechanical holes to fill. 

In the end. Hearts of Iron II feels like an 
amalgam of details in search of a cohesive 
game design. Dividing Europe up into 
provinces made a lot more sense when 
many of those provinces could be treated 
as separate nation-states. And diplomacy 


based on sending other countries money 
worked much better in 1540 than it does in 
1940. Abstraction is fine, but when it’s 
mixed with detail to this degree, it needs to 
be better integrated into an overarching 
game structure. You can still have plenty of 
fun sweating the details in Hearts of Iron II— 
just don’t look too closely at the whole 
thing. 0 Bruce Geryk 

Verdict 

The world’s biggest ahistorlcal sandbox. 





Back before they were giants 

After more than 20 years of publication, CGIV enjoys a rare sense of perspective when it comes to the big franchises 
in gaming. Before the colossus of World of WarCraft bestrode the Earth, the franchise found its feet in a much more 
modest debut. Here’s what we said about it, and some of the other biggest titles in gaming, way back when. 


















WdrCraft: Ores & Humans 

DEVELOPER- : Blizzard 

Offspring: WarCraft U; Tides ef Darkness, WarCraft 
III; Reign of Chaos, world ef WarCraft 
What We Said Then: “Between the real-time play 
and the interesting mixture of opposing units, it 
seems we’ve got a great game here— a game 
designed for an ebbing and flowing contest of 
tactical and strategic wits.” Chris Lombardi, COW 
0126, January 1995 

SlmCIty 

DEVELOPER : Maxis 

Offspring: SlmCIty 2000, Sbnaty 3000, SlmCIty 4, 
SlmAnt, SimPark, SimCopter, Streets ef SlmCIty, 



SImEarth, The Sims, The Sims 2 
What We Said Then: “As nice as the scenarios are, 
fliey are not anywhere near as compelling as 
designing your own (cities).... All we can say Is, ‘Buy 
this game.”’ Johnny Wilson, CCWP59, May 1989 

Doom 

DEVELOPER' : Id Software 

Offspring: Deem II, Deem 5, Ouako, Quake II, Quake 
III: Arena, Countless dead university servers 
What We Said Then: "Doom Is a virtuoso 
performance. Stunning graphics, pulse-pounding 
sound, Intense gameplay, and multiplayer mayhem 
combine to form what is probably the best action 
game to date.” Bryan Walker, CGW 0116, March 1994 


Wizardry: Proving Grounds 
ef th« Mad Overlord 
DEVELOPER: : Andrew Greenberg and 
Robert Woodhead 

Offspring: Wizardry II: Knight ef Diamonds, 
Wizardry III: Legacy of LIylgamyn, Wizardry IV: 
The Return ef Werdna, Wizardry V: Heart of the 
Maelstrom, Wizardry VI: Bane of the Cosmic 
Forge, wizardry VII: Crusaders of the Dark 
Savant, wizardry B 

What We Said Them “I would rate Wizardry as one 
of die all time classic computer games. It sets the 
standard by which all fantasy role-playing games 
should be compared.” Mark Marlow, CGW VoL 2, ttS, 
May 1982 
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AMD Alhlon'” 64 FX-55 Processor 
AMD Athlon'" 64 4000+ Processor 
AMD Athlon'" 64 3800+ Processor 
AMD Athlon'" 64 3500+ Processor 
AMD Athlon’" 64 3200+ Processor 
AMD Athlon'" 64 3000+ Processor 


AMD Athlon'" 64 FX-55 Processor 
AMD Athlon'" 64 4000+ Processor 
AMD Athlon'" 64 3B00+ Processor 
AMD Athlon'" 64 3500+ Processor 
AMD Atlilon'" 64 3200-<- Processor 
AMD Athlon’" 64 3000+ Processor 


$ 1659 CAC'ioi 
$ 1439CAC4U2 
$ 1205cAr.4Dj 
S 1039cAC4as 
$ 959 CAC407 
S 909 CAG4(m 


AMD Athlon’" 64 FX-55 Processor 
AMO Athlon’" 64 4000+ Processor 
AMD Athlon'" 64 3800+ Processor 
AMD Athlon'" 64 3500+ Processor 
AMD Athlon’" 64 3200+ Processor 
AMD Athlon'" 64 3000+ Processor 


S 1965 CSWoi 
S 1755 CSE407. 
$ 1525 CSF40S 
5 1365 CSE404 
S 1279 CSC407 
S 1235 CSE400 


;g; • NVIDIA" nForce'“4 Chipset MB vu/ 16X PCI Express 

;jji; •Coil 512MB PC3200 DDR400 Memory 

ilQi • 160CB 7200RPM SMB Cache Serial ATAI50 Hard Drive 

I * NVIDIA" GeForce’" 6600 256M8 DDR w/ TV Out 
Powered by XFX 

• LG I6X 0VD+-KW Drive & LG I6X DVD-ROM 
• itForce 4 7.1 3-D Surround Sound 
• Creative Cambridse Desk Top Theater 5.1 
S560 5.1 Surround Sound System 
• S6K V.92 Modem & 1.44MB Floppy Drive 
• Logitech Deluxe 104 Keyboard 
• Logitech Optical Wheel Mouse 
• Nzxt" X-Nemesis Tower Case 425Watt 
w/MOD "Sec Through Windows" 

• 5 Cool Custom Colors to Choose From 
•MIcrosolt" Windows* XP Home Edition w/ SP 2 
• Microsoft* Work 7,0 

• Free First Year On Site Service plus 24/7 Tedi Support 
• Upgrade to Sicuro RW670XL 5.1 Crazy Lighting 
Speakers System for $139 


NVIDIA' nForce'"4 Ultra SLI Chipset MB 
wilii Dual 16X PCI Express 
' Ceil 512MB PC32U0 DDR400 Memory 
' 200CB 7200RPM BMB Cache Serial ATA150 Hard Drive 
(2) NVIDIA* Ceforce’" 6600 CT PCI Express 
128MB DDR3 Powered by XFX 
Over 80°4i Performance Cain Over 
Single video card solution 
' LG I6X DV0+-RW Drive K IC I6X DVD-ROM 
' nForcc 4 7.1 3-D Surround Sound 
' GOOWatt Subwoofer System 
' SCK V.92 Modem X 1.44MB Floppy Drive 
' Logitech Deluxe 104 Keyboard 
' Logitech Optical WIiccI Mouse 
A-TOP X-BLAOE II Case SOOWatt 
with See Through Windows 

• C Cool Custom Colors to Choose From 

• Microsoft • Windows' XP Home Edition w/ SP 2 
•Microsoft" Work 7,0 

• Free First Year On Site Service plus 24/7 Tech Support 


$ 2259 CArnot ' 
S 2039 CAMO? 
S 1799 CAr40s 
$ 1635 CAF4as 
S 1549 CAr407 
S 1499 CAF4oa 


• NVIDIA" nForce'"4 Chipset MB w/ I6X PCI Express 

• Ceil 1024MB PC32ao ODR40D Memory 

• 200CB 7200RPM SMB Cache Serial ATAISO Hard Drive 

• 16X PCI Express NVIDIA" GeForce'" 6B00 CT 2S6MB 
DDR3 Powered by XFX 

•LG 1GX DVD+-HW Drive 

• LG 16X DVD-ROM 

• Creative Lab SB Audigy 2 ZS 7.1 Sound w/ IEEE 

• Creative Cambridge Inspire P7800 7.1 
Surround Sound System 

•56K V,92 Modem & 1.44MB Floppy Drive 

• Logitech Deluxe 104 Keyboard 

• Microsoft" Optical intclll Explorer Mouse 

• Aluminum X-Navigator Server Tower Case 420Watt 
w/ MOD "See Through Windows" 

• 3 Cool Custom Colors to Choose From 

• Microsoft" Windows" XP Home Edition w/ SP 2 

• Microsoft" Work 7.0 

• Free Rrst Year On Site Service plus 24/7 Tech Support 








■SIS Athlon"' 64 Chipset Motherboard 

■ t024MB PC3200 DDR400 Memory 

■ 60CB Ultra ATAIOO Hard Drive 

’ Mobile ATI’ Radeon"* 9700 PRO )28MB Video 

■ 15.4" \.WCA Wide-Screen TFT Display 1280x800 Pnete 
' 24x CO-RW/DVO Combo Drive 

■ 10/100 Network Card & S6K V.92 Modem 
■Wireless 802.1IC S4.Vlbps Networking 
■3-in-l Built-in Media Reader 

> I Firewire IEEE 1394 & 3 USB 2.0 Ports 

> t PCMCIA Type II Slot 

■ Weight only 6.39 Lbs 

■ Microsoft’ Windovrs’ XP Home Edition w/ SP 2 

■ Free Carrying Case 

■ 5 Custom Colors to Choose From 

• One Year 24/7 Toll Free Tech Support 


■ NVIDIA' nForce’“4 Chipset MB w/ t6X PCI Express 
■Ceil I024MB PC3200 DDR400 Memory 

• 200CB 7200RPM SMB Cache Serial ATA150 Hard Drive 

■ 16X PCI Express NVIDIA’ GeForce'” 6600 CT 128MB 
Video Card w/ TV Out 8 DVI Powered by XFX 

■LC 16X DVD-RW Drive 
■LG 16X DVD-ROM 

■ nForce 4 7.1 3-0 Surround Sound 

■ Creative Cambridge Desk Top Theater 5.1 
S8S 560 5.1 Surround Sound Speakers 

■ 56K V.92 Modem 8 1.44M8 Floppy Drive 

■ Logitech Deluxe 104 Keyboard 

■ Logitech Optical Wheel Mouse 

■ Nzxt' X'Nemesis Tower Case 42SWatt 
w/MOD "See Through Windows" 

• 5 Cool Custom Colors to Choose From 

• Microsoft' Windows' XP Home Edition w/ SP2 

■ Miaosoff Work 7.0 

• Free First Year On Site Service plus 24/7 Tech Support 

■ Upgrade to Ultra X-Connect 500W ATX Pov/er supply 
w/2 60mm Fans - Blue w/UV Orange for S95 


■ NVIDIA' nForce~4 Ultra SLI Chipset MB 
with Dual 16X PCI Express 

■ Ceil 1024MB PC3200 DDR400 Memory 

> 2S0CB 7200RPM 8MB Cache Serial ATAI50 Hard Drive 
’(2) NVIDIA’ Ceforce*” 6800 CT PCI Express 
2S6MB DDR3 Powered by XFX 

Over 809b Performance Cain Over 
Single video card solution 

> LC I6X DVD-^-RW Drive 8 LC I6X DVD-ROM 

■ Creative Lab SB Audigy 2 ZS 7.1 Sound w/ IEEE 

■ Creative Cambridge Inspire P7800 7.1 
Surround Sound System 

■ 56K V.92 Modem & 1.44MB Floppy Drive 
■Logitech Deluxe 104 Keyboard 
■Microsoft' Optical intelli Explorer Mouse 

■ Asus Vento 3600 Xtreme Gaming Case 
w/ SOOWatt Power Supply 

■ 3 Cool Custom Colors to Choose From 

■ Microsoft' Windows’ XP Home Edition w/ SP 2 

■ Microsoft' Work 7.0 

• Free First Year On Site Service plus 24/7 Tech Support 
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■ SIS Athlon’” 64 Chipset Motherboard 

■ 512MB PC3200 DOR400 Memory 
■4008 Ultra ATAIOO Hard Drive 

■Mobile ATI' Radeon’” 9700 PRO 12aMB Video 

■ 15.4" WXCA Wide-Screen TFT Display 1280x800 Pixels 
■24x CO-RW/DVD Combo Drive 

■ 10/100 Network Card A 56K V.92 Modem 
■Wireless 802.110 54Mbps Networking 
■3-in-t Built-in Media Reader 

■ 1 Firevrire IEEE 1394 8 3 USB 2.0 Ports 
• t PCMCIA Type II Slot 

■ Weight only 639 Lbs 

■ Miaosoff Windows' XP Home Edition w/ SP 2 

■ Free Carrying Case 

■ 5 Custom Colors to Choose From 

■ One Year 24/7 Toll Free Tech Support 
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■ Ceil 5t2MB PC3200 Dual Channel DDR400 Memory 

■ 160C8 7200RPM Hard Drive 

> NVIDIA* CeForce'”FX 5200 12aMB 8X AGP Video Card 
Povrered by XFX 

• LG 16X DVD+-RW Drive 

• nForce 3 5.1 3-0 Surround Sound 

■ eociVatt Subwoofer System 

■ I.44MB Floppy Drive 

■ Logitech Deluxe 104 Keyboard 

• Logitech Optical Wheel Mouse 
•Turbo X-Plorer Case 420 Watt 

with See Through Windows 

• 6 Cool Custom Colors to Choose From 

• Free First Year On Site Service plus 24/7 Tech Support 

• Upgrade to Sicuro RW360XL 2.1 Lighting 
Speakers System for S75 

• Upgrade to Ultra X-Connect 500W ATX Power supply 
w/2 BOmm Fans - Black for STB 
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Athlon Fx 


Features HyperTransport™ 
technology for improved 
multitasking performance 
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BMANUFACt'jREK IBuyPower 
l-'ROOUCl ' Zillion Pro PRICE: 52,650 B 
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Tech 


Like you, we’ve got control issues 


Zillion-dollar performance at a sub-zillion-d 





0 A PC from IBuyPower offers the 
right balance of performance 
and price for hardcore gamers 
looking to increase their frag 
counts without squandering their college 
funds or dipping into their Hawaiian-vaca- 
tion money. Simply put, IBuyPower Is the 
best at building inexpensive high-perfor- 
mance rigs like the Zillion Pro, systems 
perfect for gamers on a budget. 

A former Editors' Choice winner, the 
Zillion Pro still packs plenty of innova- 
tion. The biggest upgrade is a switch to 
Nvidia’s new high-performance, low- 
latency NForce4 PCI Express-based 
technology found in the rig's combina- 
tion of an MSI full-featured K8N Neo4 
Platinum motherboard and AMD’s 
great-for-gaming Athlon 64 4000+ 
processor with HyperTransport technol- 
ogy, This match of components led to 
blisteringly fast gaming, but only after 
updating the K8N BIOS due to quirky 
system instability caused by the imma- 
turity of the NForce4. 

Quirks aside, the Zillion Pro ripped 
through our 3DGG Doom 3 and Halo 
benchmarks at 84fps and 87.88fps, 
respectively. With a full gig of DDR2 
PC3200 RAM clocked at 400MHz, along 


with two Western Digital 2S0GB.1 .HDDs • 
RAID 0. this type of performance, js.to bd. 
expected. Toss m ATI's flagship Radeon 
X850 XT VPU for impressive Doom 3 
benchmark scoreS; and, the Zillion Pro. 
hits the gaming mark,. ; . 

The Ziliion -Pro- usesitf^eftaidinax Samurai , 
chassis paint©d:i§ihai’ei:'yeliGiw,.it has a flim- 
sy front panel .that-, tends to . stick, but the 
Samurai Offers plenty of cooling and 
upgrading-room. Unfortunately, as with the 
innards of the Titanium UGM system, any- 
one opening up tne ibuyPower case will 
reveal a messy tangle of wires. This can 
make future upgrades an annoying exer- 
cise that will test your dexterity more than 
your tech acumen. 

The Zillion Pro's Sony dual-layer 
DVD-ROM drive cranks Far Cry or 
your favorite reference DVDs. Add 
IBuyPower’s three-year limited warranty 
with one year of ICare deluxe 24/7 on- 
site tech support, and you have a high- 
end gaming system you can afford. If you 
crave NForce4 horsepower for Half-Life 
2. Pirates!, or Rome: Total War, then the 
Zillion Pro's priced-to-move value is diffi- 
cult to pass up. Q Raphael Liberatore 


SCORE; irkirk: 


YOU BUY POWER 

IBuyPower has carved out a nice niche for itself by offering a good balance of price 
and performance. Its ability to underbid the competition is due largely to its status as 
a direct OEM distributor, vrhich essentially means it en]oys bulk-access discounts to 
components that it can then pass on to customers. So, even if IBuyPower’s Zillion Pro 
system is Just a tad over your budget, odds are there's something among the compa- 
ny’s broad selection of gaming computers that is within your means. The splash page 
alone at www.lbuypowerxom showcases over 20 preconflgured PCS'-from the B-T-S- 
64 AMD Athlon 64 and Gamer Supreme Intel PCI Expiess-based systems to its priced- 
to-move Weekly Gamer Special PC, as well as its Battalion notebook line featuring the 
new ATI Mobility Radeon 9700 Pro videocard for gaming on the go. 

All systems, including its Media Center, Workstation, and Pocket ePC lines, are easily 
configured to taste <as is the case with most online retailers), and each comes with 
IBuyPower’s 30-day money-back guarantee, ICare service warranty, limited replace- 
ment parts guarantee, lifetime toll-free tech support, and 24-hour shipping service. 
Considering its price-to-performance ratio, the variety of computers available for 
every computing need, and a notable customer-support package, IBuyPower should 
be regarded as a serious choice for your next prebuilt gaming rig. So watch out, 
Alienware, VoodooPC, and Vicious PC, because IBuyPower Just might become a 
serious contender in the gamIng-PC market. 


1 A former Editors’ 
Choice winner, the 
Zillion Pro still 
packs plenty of 
innovation. 
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BMANUFACTURER BFGTech PRUi 'U . : GoForco 6600 GT OC 128MB DDR AGP Videocard PRIC'L' $229 




3D GameGauge Lite 10 


Known 
for its 
assort- 
ment of graphics 
high rollers, BFGTech 
cast some doubt on 
yours truly by claiming it 
would bring high-perfor- 
mance gaming to those on 
a budget. I mean, why would 
it risk ruining its reputation 
for making the fastest and 
most upscale videocards in the 
market by coughing up a sloppy 
budget card? But as soon as its 
shiny new GeForce 6600 GT OC for 
old-school AGP systems arrived at 
my doorstep, my sniggering skepti- 
cism changed into serious fascination 
when the card started running bench- 
marks like no one’s business. 

Yep, BFGTech has hit the price-to-por- 
formance sweet spot dead center. How 
does it perform this exceptional feat? By 
carefully jacking up the standard GeForce 
6600 500MHz engine clock setting to the 
525MHz mark while overclocking the 
memory clock to 1.050MHz for an 
increased memory bandwidth at 
2.5GB/sec. Then it mixes together dual 
400MHz RAMDACs, high-speed GDDR3 
memory, 8-pipe Superscalar GPU architec- 
ture, DirectX 9 Shader Model 3.0 support, 
and Forceware Unified drivers and comes 
up with a nimble card that runs slightly 
faster than other Nvidia 6600 competi- 


POWER ON 

THE CHEAP 


Say yes to higher fps 


□ The card does a great job rendering Rome; 
Total War's massive battles. 


solution. 


tors— and all at a price that's 
easy to swallow. 

The GeForce 6600 GT 
OC benchmark scores 
reflect the muscle gained from 
overclocking. This was most evi- 
dent in Doom 3 running at 1280x1024 reso- 
lution with 2x AA and 4x AF enabled, 
where it ran at a silky smooth 52fps, 
Watching the card devour frames in both 
UT2004 and Far Cry really drove home the 
point that this is an impressive, affordable 
videocard solution— especially considering 
its lowly •128MB of GDDR3 RAM, Even the 
Pa/nM/er tests topped the SOfps barrier. 


This is an impressive, 
affordable videocard 


The 6600 GT OC uses a large, shiny 
copper heat sink and fan to provide not 
only snazzy views through your comput- 
er’s window case, but superior cooling 
over standard aluminum-based thermal 
solutions as well. This videocard also fea- 
tures dual DVI, HD, and S-Video ports. 

With a lifetime warranty, 24-hour technical 
support, and a new www.bfggaming.com 
file and patch download server, BFGTech 
shows it can deliver on its promise. 

So, why haven't you upgraded already? 

S Raphael Liberatore 

I SCORE; irkirki: I 
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NODDING DELIGHT 


tough, the sound of every keystroke is 
surprisingly muffled. 

On top of this, the Gamers' 

Keyboard adds a programmable com- 
mand pad sporting nine keys that can be 
equipped for up to 27 commands using 
Saitek’s gaming-profile software. Bottom 
line: This keyboard is an amazing piece 
of manufacturing prowess and design. 

Q Raphael Uberatore 


i SCORE: irkirk-k 


an ideal keyboard 
for computer 
modders. 


Saitek lights it up 

j I 

gaming 

vampire who does his 
fragging in a pitch- 
black room, here’s the keyboard 
for you. The ice-blue glow of 
Saitek’s Gamers’ Keyboard looks 
incredibly cool, and its adjustable 
backlighting provides a useful 
viewing source in even the dark- 
est of environments. This gem 
provides an ideal solution for 
computer modders looking for the 
perfect peripheral to showcase 
their creations. 

More important, Saitek has created a 
keyboard every bit as rugged as it is stylish. 
In testing, all 104 keys endured countless 
hours of UT2004, Joint Ops, and Far Cry 
frenzy and the most arduous twitch-monkey 
key pounding in existence. If you’re con- 
stantly replacing keyboards due to wear and 
tear, you can subtract that expense from 
your budget right now. 

The Gamers' Keyboard may not actually 
make you better, but you'll definitely Feel 
you’re playing better— it's just that smooth 
and responsive. And for something built so 


0 Belkin ; • Nostromo SpoodPad n52 I’PiCti $49.99 

POCKET HERCULES 



Finally, a cool gaming peripheral for the rest of us 



Different profiles can be created and 
assigned on a game-by-game basis and 
are automatically loaded when the game is 
launched. The sword fighting and ballroom 
dancing in Sid Meier’s Pirates! became eas- 
ier once the directional pad was mapped 
to the movement commands, and master- 
ing scads of hotkeys in World of WarCraft 
was a snap thanks to support for "shift 
states" that let gamers assign up to four 
different commands to each key. 

Occasionally, the computer didn't 
respond to input when multiple keys 
were pressed simultaneously, but this 
intermittent annoyance was the only 
downside to a truly amazing gaming 
peripheral. Tracy Baker 


As essential tool for everyone 
from FPS fans to RPG fanatics. 


fanatics to RPG fans. It’s also perfect for 
notebook-computer gamers who want 
to reduce wear-and-tear on their 
Integrated keyboards. 

By default, the n52 is set up for 
the WASD movement commands 
used by the majority of FPS 
games, but the included pro- 
software makes it 
easy to remap any portion 
of the device, including 
the integrated scroll 
wheel and eight-way 
directional pad, so 
players can assign 
everything from 
individual key 
presses to com- 
plex macros. 


Belkin’s second-gen 
jp? I SpeedPad is basically a 
Caul beefed-up keypad that 
lets players use only their left 
hand to access ail the 
keyboard commands they 
need— it's an essential 
tool for everyone 
from FPS 
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TOP FLIGHT 
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QMANUEACTURER Saitek PRODUCT XS2 Flight Control System $129 


The X52 comes with everything 
but the jumpsuit 


The X52 can. 

With Saitek's own programming soft- 
ware, gamers can manage the X52 with 
multiple flight-sim profiles for every 
game, all of which are changeable on the 
fly. Saitek offers several premanaged pro- 
files and support for all PC flight-sim 
titles, or you can make your own accord- 
ing to your preferences- 

The X52 has all the features and enhance- 
ments that define a top-notch PC flight con- 
troller. Yeah, it lacks the mighty build quality 
of CH Products’ PCS setup, but this Saitek 
PCS is arguably the most stylish and techni- 
cally adept joystick throttle system available. 
Best of ail, the X52 is priced to move, 
fS Raphael Liberatore 


I SCORE: irkirk,' 


ety of flight 
data, flight-control 
settings, profile information, and flight times 
in three separate modes during flight. Aside 
from LED backlighting for many of the but- 
tons and switches, the MPD is really the 
highlight of the XS2's setup. 

The X52 is a perfect match for demanding 
and highly detailed flight sims like 
Microsoft's Flight Simulation 2004. There’s 
plenty of control during flight due in part to 
a broad range of selector and toggle 
switches, including two well-designed eight- 
way high-hat switches, a two-stage metal 
trigger and metal pinkie switch, and several 
buttons. With so many control options, fly- 
ing feels authentic and enjoyable, whether 
you’re piloting the latest planes or flying at 
night in a biplane above the Sierra Nevadas. 
Can a game controller actually contribute to 
a game’s ability to create its own reality? 


The X52 Plight Control System 
(PCS) jets Into airspace carrying a 
payload of accolades already gar- 
nered from its PCS predecessor, along 
with an impressive list of enhancements, 
in other words, Saitek's new and improved 
X52 PCS is just like the previous X45 
FCS...but better. So tighten your jumpsuit 
and double-check your flight log, because 
we’re going to take the X52 for a ride. 

The X52 is two flight controllers in one 
setup— it comes with a full-featured joystick 
matched with a high-functioning throttle 
controller. Construction of the joystick and 
throttle is good, both being built out of 
metal and rubber. Unlike its predecessor, the 
X45, the XS2 throttle features a miniature 
LCD monitor called a Multi-Punction Display 
(MPD), which is designed to present a vari- 

I TheX52isa 
perfect match for 
demanding and 
highly detailed 
flight sims. 


HEAD TRACKING 

DEVICE 


Poor man’s VR gives sim pilots a combat edge 



' ' I The TrackIR 3-Pro is a 

VR gadget that tracks 
□ ’ head movement, let- 

ting you literally look around 
the cockpit in flight and rac- 
ing games, which should put an end to 
uttering those famous last words: “I 
never saw him coming.” 

TrackiR combines a webcam-sized 
device with a reflective dot that tracks 
your head movement. True geeks can 
affix an included reflective tracking dot 
directly to their foreheads or sunglasses. 
The rest of us can slap the adhesive dot 
on a headset microphone or cap. or bet- 
ter yet, buy NaturalPoinfs less-nerdy 
TrackHat, which includes a small reflec- 
tive panel. 

Using TrackiR takes a little adjustment, 
since movements are exaggerated so 
t you can look behind you without 


actually turning from the monitor. By 
default, TrackiR )ust lets you pan and tilt 
your view. The optional Vector Expansion 
clips give you full 6DOP (six degrees of 
freedom) movement, allowing you to 
lean out of the cockpit to look past the 
engine during takeoff or lean forward to 
look at the instrument panel. 

So far, only about 20 games have 
direct TrackiR support, though older dri- 
ver versions can emulate a mouse, which 
does work with a handful of unsupport- 
ed games. Third-party add-ons add key- 
board and joystick emulation. 

‘TrackiR is pricey, but the amount of 
^immersion it adds to titles like Pacific 
Fighters. Flight Simulator 2004. and Live 
for Speed is worth the money— and the 
embarrassment of playing a game with a 
shiny dot on your forehead. Q Denny Atkin 


should put an end 
to the famous last 
words; “I never 
saw him coming.” 
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OMANUFAni.JREF- Razor I ! . ’ DIamondback Mouse PRICE S59 


SNAKE 


The best gaming mouse ever 





I After years of nipping 
at Logitech’s and 
Microsoft’s heels in its 
attempts to create the perfect 
gaming mouse, Razer has 
finaiiy accompiished this feat, surpass- 
ing both. The Diamondback mouse is a 
performance tool designed specificaliy 
for pure adrenaiine-fueled gaming, in 
fact, using one may get you banned 
from game servers due to its unfair 
advantage in speed and precision. 

With technical enhancements galore, the 
Diamondback uses a powerful optical 
engine (with a high-powered light 

encoder prism) along with a 16-bit data 
path to overcome Window XP's 

fixed USB polling rate lim- 
itation. This translates 
into fluid and pre- 
cise high-speed 


BITE 


motion, most beneficial in fast-paced 
shooters like UT2004 and Painkiller. 
Speeding through the dark recesses of 
Doom Ts underground labyrinths, the 
Diamondback's ultra-high 1,600 dpi reso- 
lution and gigantic 6,400fps are particu- 
larly useful when you’re ambushed by 
pop-up beasts from the netherworld. 

The Diamondback not only performs 
like a champ, but looks like one, too, 
coming in both "chameleon green" and 
"magma" colors. Both sport sleek, con- 
toured side rails, which feel comfortable 
to any sized hand. The Diamondback 
also possesses a grand total of seven 
programmable buttons, with the two 
big buttons now coated with nonslip 
material for those with clumsier digits. 
Add deep Teflon feet that glide effort- 
lessly across any surface and a gold- 
plated USB connector, and you’re armed 
with the best gaming mouse on the 
planet. Just be prepared for the flood of 
insults and accusations of cheating from 
those sporting less competitive gear. 

Q Raphael Liberatore 

1 SCORE; -kirkirk I 

Using a 
Diamondback 
may get you 
banned bom 
game servers due 
to its unfair 
advantage in 
spe^and 
precision. 
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AK Technical jargon dipped in honey 

Clock speed 

Determines the number of instructions the processor executes per 
second. Clock speeds are expressed in megahertz (MHz) or gigahertz 
(GHz). 



CPU architecture that allows for the execution of more than one 
instruction per clock cycle. 


Intel technology that increases the frequency capability of the CPU 
and doubles the pipeline to 20 stages. 


Memory storage system used for holding data. Both AMD and Pentium 
CPUs contain either an internal Level 1 cache or external Level 2 cache. 


Basic commands sent to the processor for performing specific tasks 


Tech 
Commando 

Commo from the hardware front lines 

R n Asus SLI NForce4 mother- 
board, Kingston DDR2 RAM, 
two XFX Force GeForce 6600 
PCI Express videocards, an 
NZXT Nemesis chassis— each of these 
all-star components got my heart racing 
as I built this month’s Killer Rig. This 
would be the testest Killer Rig in CGtV 
history, largely due to die powerful 
AMD Athlon 64 FX-55 processor I used. 

I really like this processor. A lot. Why? 

How about its 2.6GHz clock and mem- 
ory controller speeds, 1MB of L2 cache, 
and 128-bit integrated memory con- 
troller running at the same speed as its 
core frequency? This is a serious CPU 
made for serious gaming. 

But I got to wondering: Does it make 
Intel’s Pentium 4 obsolete? In the short 
term, not really. I’m one of the few who 
feels the Pentium 4 Extreme Edition is a 
decent processor for gaming; this 
despite the mocking from hardcore 
enthusiasts about its mediocre perfor- 
mance gains over other P4 CPUs, expen- 
sive price, and continued use of the 
older 0.13 micron (130 nanometer) 
process. Contrary to popular belief, the 
P4 EE’s 1,066MHz CPU bus with 2MB of 
L3 cache does give memory access a 
shot in the arm, along with improved 
performance scaling in computer 
processes. The P4 EE also offer? 

DDR2/533 speed support and a faster 
synchronous 8.5GB/sec CPU-to-memory 
bandwidth link. True, the P4 EE ^lls 
behind the Athlon 64 FX-55 in game 
benchmarks, but it does perform better 
than the FX-55 in a majority of multi- 
tasking and multithreading tasks, and 
Intel’s Netburst technology benefits 
users as well. Is this enough for a gamer 
looking for the best performance? Well, 
no, because it’s not the best, but it still 
should be more than enough to meet 
any gamer's needs. Going forward, the 
FX-5S will continue to dominate our 
Killer Rig and most machines by bou- 
tique system builders like Falcon 
Northwest— until, maybe, the next Intel 
chip is released. ' Raphael Liberatore 

I Does AME>’s Athlon 
64FX-S5CPUmake 
Intel’s P4 obsolete? 
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DOUBLE TAP 

It’s all in your trigger finger 


0 Thrustmaster products have a 
good reputation, and nothing 
about the Dual Trigger is going 
to change that. 

This soiid gamepad has two connectors 
at the end of its cord, one a USB plug for 
PCs, the other fit for Sony PlayStation 2 
jacks. Slightly larger than a standard PS2 
controller, the Dual Trigger is rugged and 
designed for adults. It’s also innovative, 
featuring two programmable analog trig- 
gers on its underside. 

The gamepad uses an internal memory 
chip to store the trigger programs, so 
programmability requires no software. 
The triggers have a gentle tension and 
enough throw to make them ideal for 
mapping functions like vehicle accelera- 
tion or any control that’s pressure sensi- 
tive or gauged on a positional range. It 


takes some creativity to 
find a better way to use 
the triggers and some 
careful practice to master them, but even 
without them, this gamepad is more than 
adequate for gaming needs. It worked 
great in tests on both platforms and 
proved considerably responsive and easy 
to handle in games like Need for Speed 


An internal memcxy 
chip stores trigger 
programs, so you doni: 
need to use software. 


Underground 2 and Madden 2005. Simply 
put, the Dual Trigger is an affordable, 
comfortable, and versatile gamepad for 
both PC and PS2 owners. QBemie Dy 

I SCORE: -Hrkim I 






#1" Logltoch PRODi.jrT CoKlIess Rumblepad 2 PRICi 

,rle 

Cogiteeh perfects|’he Rumblepad 


' l; Like its predecessor, 
U L •' [ the Rumblepad 2 is 

• r exactly like having a 
wired gamepad, but without 
the hassle of knocking things 
off your desk every time you use it. 
Controls are just as responsive and 
accurate as with a wired pad, and in 
some cases, like a complete run-through 
of Smash T.V. on MAME, even better. 

Functions are alt programmable 
by game name thanks to the 
Logitech Profiler system tray 


can be programmed as a keystroke 
or a macro, and the sticks can be individ- 
ually programmed to act as a joystick, a 
mouse, or as an extra four buttons. 
Profiler has sacrificed some ease of use 
for maximum customization, but I was 
able to set the controls up fairly quickly 
both for some laid-back fishing in World 
of WarCraft and for that complete run- 
through of Smash T.V. from across the 
room on a couch. Logitech’s claims 
regarding the controller’s 30-foot 
range proved correct, as I encoun- 
tered no interference even 
though my room contains a 
multitude of wireless devices. 

It also runs 50 hours on two 
AAs, which Logitech thankful- 
ly included. 

At $39.99, It costs twice 
as much as the average 
wired gamepad. But if you 
use a gamepad or have 
been getting by without 
one in games that should be 
played with one, the conve- 
nience and performance of 
this wireless pad is worth the 
price. Ci Matthew Gallant 




Resigned to the 
scrap heap 

When we debuted our Ultimate 
Game Machine feature In January 
1996, one of the pioneers In bou- 
tique-rig building, Falcon Northwest, 
came out on top with Its Mach V. 

“We really have to appreciate the 
attention to detail tiiat Falcon Northwest 
has applied to the Mach V. Not only was 
this a real fire-braather In terms of per- 
formance, but It came witti a very nice 
set of premium compments," said Dave 
Salvator In Issue #138. 

And what did that $3,995 “flre- 
breather” pack Into that big beige 
tower? How about a Pentium 133, 16MB 
of RAM, a 1.6GB hard drive, and a sweep- 
ing 15-inch monitor. The 2.1 speaker sys- 
tem was positively exotic for Its time. 

The following month featured a do-it- 
yourself version of UGM that would 
eventually morph into our signatura 
Killer Rig. And what killed the most? The 
price tag at a whopping $9,497. Ouch. 
But It bought you a Pentium 133 with 
16MB RAM, a 2.1GB SCSI hard drive, a 
Matrox Millennium videocard (expand- 
able to SMB WRAMI), a 28.8 modem, a 
$1,700 21-inch NEC monitor, and a $999 
Forte VFX-1 helmet because, well, we 
bought Into that virtual reality boondog- 
gle as much as anyone. Nowad^s, you 
can find all that horsepower packed Into 
your wristwatch. Without the helmet 





diqitalife 

October 14-16,2005 
Jacob javits center, nyc 
www.digitallife.com 

Get in on the hottest ticket of 2005. 

Secure your spot at DigitalLife 2005 in New York — the 3-day consumer event 
bringing together the latest in digital technology for home, work and play. 
Promote new product launches, build brand loyalty, and let 35,000 consumers 
test drive your products just in time to boost holiday sales... 

For sponsorship opportunities and information on how to participate call 

866-761-7303 or visit www.digitallife.com 
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JUST LOG ON TO:,HnP;//GAMERSVOICE.1UP.COIVI 


Click on the survey name: 2005 GAMER’S VOICE PANEL SURVEY 
and type in this UNIQUE ID CODE: cgwgamer 

Complete all the questions in this initiai survey. 


If you qualify for future gi^ly studies, we’li email you a link 
to win vaiuable prizes. Oniy one entry per household. 




KILLER RIG 


Inside 


1,040: That’s the total number of entries we 

received for the February issue Check Out 
Intro contest. One thousand frickin’ forty, 
people. We couldn’t be more pleased, both 
by the fact that people other than our own 
staff are actually reading this magazine, and 
to announce that the winner of the contest is 
Steve Broesder. Steve will receive a sumptu- 
ous bounty of goodies from the good peo- 
ple of NZXT, including the Nemesis Elite 
case, a Nemesis poster, and a T-shirt. 
Congratulations, man. 
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The Guts 



Killer 

Rig 

FX-55 Centurion redux 


S We finally scored what is 

arguably the biggest gaming 
enhancement since 3DFX 
mass-produced the Voodoo graphics 
card: Nvidia’s SLI (scalable link Interface) 
architecture with NForce4 technology. 

Simply stated, SLI offers double the 
performance by linking two videocards 
together in a PCI Express framework, 
resulting in increased framerates and 
gaming nirvana. Since Asus was one of 



Nvidia’s first SLI technology partners, and 
since the company has a knack for 
producing feature-rich motherboards, we 
were excited when the new Asus A8N-SLI 
Deluxe PCI Express motherboard arrived. 
Combined with AMD’s uberpowerful AMD 
Athlon 64 FX-55 processor, it became the 
perfect backbone for our Killer Rig system. 
Since Asus motherboards and AMD FX 
processors beg to be overclocked, we 
added Zalman’s monstrous CNPS7700-Cu 
heat sink and fan to keep things cool, along 
with NEXT'S Nemesis Elite die-cast 
aluminum chassis with LCD fan control 
and 120mm case fan for awesome thermal 
conductivity. The Nemesis Elite is the 
perfect midtower design for overclocking 
fanatics, and even better, it comes at a 
bargain price. We chose Thermaltake’s 
PurePower 680-watt power supply because 
of its efficient cooling and lower decibel 


ratings, in addition to SATA. PCI Express, 
and active PFC support, all inside a decked- 
out case with a cathode ray tube to 
enhance the case’s mod-lighting effects. 

Two GeForce 6600 GT videocards with 
128MB DDR3 RAM from XFX Force provide 
our SLI Nemesis rig with gaming muscle. We 
also added 2GB of Kingston’s HyperX 
533MHz RAM, which comes with heat 
shields, and two Seagate Barracuda 
200GB SATA HDDs in a striped RAID 0 
configuration for faster read/write speeds. 
Next, we tossed in a dual-layer DVD burner 
from Mad Dog, a CD-R/RW from LG, and a 
floppy disk from Sony for removable media 
support. Rounding out our SLI-based Killer 
Rig are two of the best gaming devices 
around: Saitek’s ultracool Gamers Keyboard 
and Razor’s slick high-performance 
Diamondback optical mouse. We then 
connected Apple's phenomenal 23-inch 
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LCD monitor, and since we're focusing on 
controllers this month, we sprinkled a few 
more game controllers in the mix...just 
because we can. 

In finalizing our DIY diamond, we loaded 
Windows XP Pro with Service Pack 2. 
updated the drivers, tweaked the system 
settings, then slightly overclocked the FX-55 
CPU. During 3D GameGauge benchmark 
testing, the SL1 Nemesis ripped through 
Halo. Far Cry. and Doom 3 with ease. It 
almost felt like we were reliving the glory of 

0 

m our recent UGM-winning VoodooPC Rage 
"LI rig. 

This Killer Rig was exhilarating to build. 

I What could possibly top it? Perhaps next 
S month's machine, in which we swap the 
I GeForce 6600 GT videocards with faster 
a GeForce 6800 Ultras, like the ones used in 
i VoodooPC's Rage SLI. We can't wait, 
i QRaphael Liberatore 
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The latest and greatest gadgets you gotta get I 

BY KRISTEN SALVATORE I 

1 

B .iRl www.xmradio.com/mify price: $349.99 


DELPHI MYFI XM2GO 


□ with all due apologies to the man in my life, 1 am utterly 
and hopelessly in love with the Delphi MyFi XM2go per- 
sonal XM satellite radio. How could I not be? It's done so 
much for me In the short time It’s been in my company. It’s true 
that I was administered nitrous during a two-hour dentist appoint- 
ment for what can only be described as a satanIc level of teeth 
cleaning, but what would that have been without the crystal-clear 
dance tunes of channel 82, System, to block out the noise of the 
drill? And when rain forced me to garage my beloved Honda scoot- 
er and take the bus to work for two weeks straight, what saved me 
from the sounds of the man next to me breakfasting on squeeze 
cheese directly from the can? Only the consistently dulcet tones of 
channel 80, The Move. Even in my apartment— so 
cavellke we were once briefly evicted by a 
mold outbreak of epic proportions— proper 
positioning of the antenna means a con- 
stant stream of tunes, news, sports, stock 
quotes, and anything else you can fit into 
about 250 channels. I've practiced 
shiny-gadget idolatry for many years; 
it's nice to see that something can 
still pleasantly surprise me. 
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SijRL www.motorola.com PRICE' $599.99 


MOTOROLA V3 


O “Hello, Mom? Hi, it’s me! Everything's great, why? 
Oh, yeah, I know I don’t call enough...but I think 
that's about to change. See, I’ve got my hands on 
just about the prettiest, shiniest cell phone you’ve ever seen, 
the Motorola RAZR V3. That’s right, the one on television. 
Yeah, it has a camera— a frickin' nice camera, actually. No, It’s 
not like it’ll replace my real digital camera, but it’s still really 
nice. Of course I can e-mail the pictures to you— hang on, i'll 
send you one now. Oh, yeah, the display is amazing, full color 
and pretty crisp, considering it's on a phone. Plus it's pretty 
big, so you can actually see what you’re doing when you’re 
navigating through addresses and IMing and stuff. Actually, I 
think the most amazing thing about it is the size— It's ridicu- 
lously thin, but not so small that I feel like I’m gonna lose it 
or break it or something. Yeah, it’s pretty over the top price- 
wise, but if you're into shiny toys. It's worth it. OK, gotta go— 

I wanna sync my phone with my PC via Bluetooth, plus the 
ninth person today just stopped me to tell me how cool this 
thing iooks. I’ll call you later, OK? Yeah, I promise.’’ 


n-List 






REUUIN 



ABS Mayhem G1 

05/04 

ihHrt.-.'.- 

ABS Ultimate M6 

07/04 

*★**•;• 

Actlontec 54Mbps 
Wireless Cablo/DSL 
Router 

11/04 


Alienware Aurora 

01/04 

■Hrkki- 

AKec Lansing MX5021 

07/04 

•kirkir:.. 

Asus Extreme AX800 

XT 256MB GDDR3 PCI 
Express 

01/05 

kkkkk 

Asus Radeon 9800 XT 

04/04 

kkkki: 

Asus V99a0 Ultra 
graphics card 

05/04 

kkkk-i: 

Asus V9999 Gamers 
Edition Nvidia GeForce 
6800 GT AGP 256MB 
GDDR5 GPU 

01/05 


ATI 9600 XT 

05/04 

kkkk-‘: 

ATI All-ln-Wondcr 9800 

10/03 

kkkk:: 

ATI Radeon X800 XT 
and XT Pro 

08/04 

***«- 

ATI Radeon X800 XT 

PCI Express 256MB 
6DDR3 

01/05 

kkkkk 

ATI Radeon XB50 XT 
Platinum Edition 

PCI Express 

03/05 

kirkir..- 

ATI X600 XT 

10/04 

kkki.-:: 

Belkin Wireless 

Pre-N Router 

03/05 

****'■ 

BFGTech Nvidia 

GeForce 6800 Ultra 

01/05 

****'•' 

OC AGP 2S6MB GDDR3 GPU 


Bose Companion 3 

07/04 

***.'.i- 

Boxx Technologies 
GamoBoxx 

07/04 

irkkiri: 

Creative Labs Decoder 
DDTS-100 

04/04 

irkkkii 

Creative Labs 

GlgaWoiks S750 

04/04 

kkkki: 

Creative SoundBlaster 
Audigy 2 ZS Notebook 

03/05 


Cybcipower Gamer 

Ultra 9900 Pro 

06/04 

kirkir': 

Cyberpower Infinity 
9900 Extreme 

04/04 

****)■'.• 

Dell Dimension 8300 

06/04 

****-, 'r 

Dell Generation 3 
Dimension XPS 

10/04 

****'•' 

Dell Insplron XPS 

09/04 

■kkkkk 



B Belkin 
Wireless 
Pre-N Router 



Dell W20040 LCD TV 

09/04 

kkkkk 

D-Unk DGL-4300 
GamerLounge 

Wireless Router 

03/05 


D-Unk GIgaExpress 
DGS-1008D 8-Port 

Gigabit Switch 

03/05 


EMachines M6807 

05/04 

kkkk-'! 

Falcon Northwest 
FragBox 

10/03 

* * * * 

Falcon Northwest 
FragBox 2 

11/04 

****'■ 

Falcon Northwest 
FragBox Pro 

05/04 

kkkki: 

Falcon Northwest 

MachV 

06/04 

****'' 

Gateway 200 ARC 

09/04 

kirkk.': 

Gateway 710G Gamer 

06/04 

kkkki: 

Gateway TIOXL 

01/04 

kirkir,'.- 

Gateway FMC-901X 

05/04 

kkkkk 

Gateway M675 

02/04 

kkkki: 

Gigabyte N68T256DH 
Nvidia GeForce 6800 GT 
AGP 256MB GDDR3 

01/05 

kk**-.': 

Hercules Prophctvlew 
920 Pro DVI 

03/04 

***** 

Hypersonic Aviator AX6 

05/04 

kkk:r.: 

Hypersonic Cyclone 

01/04 

kkkk,'; 

IBuyPower Back to 
School Machine 

09/04 

irkkir:; 

IBuyPower Gamer 
Extreme 

03/04 

****'' 

IBuyPower 

Tftanlum-XP 

10/03 

kirkirk 

IBuyPower ZIllion-FX 

06/04 

*kkirf: 

idcazon Zboard 
keyboard 

12/04 

kkkir.\- 

Intel D925XCV 

10/04 

irkk*'.: 

Logitech MX510 
Performance Optical 
Mouse 

07/04 

kkkki: 

Logitech X620 6.1 
Speakers 

02/04 

kkirk:: 

Logitech Z-2200 

04/04 

kirkki: 

Logitech Z-3 

04/04 

kkkk.': 

Logitech Z-5300 

02/04 

kkkki: 

Logitech Z-5500 

12/04 

kkkki: 

Microsoft Wlrele^ 
Optical Desktop Elite 

12/03 

■kkkki: 



B Tapwave 
Zodiac 
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JEFF GREEN 


CHECK OUT ■ ”] 


Fast ForuuardiD 


Something about working on our 250th issue has made us all sentimental and stuff. Looking back over our gamin 
lifetimes, we’ve chosen what, for each of us, are... 


OUR 5 MOST INFLUENTIAL GAMES 

Our own personal walks down memory lane 



masterpiece— and the grandfather of our 
most recent Game of the Year— WarCraft 
II is the first game I put on every new PC. 


It's been a bit forgot- 
ten by now— but not 
by Merely my 
favorite fantasy strat- 
egy game of all time 
(with the Heroes of Might and Magic 
series right behind), Fantasy General was 
an ingenious, insanely addictive, and at 
times brutally tough game that had me 
playing literally all night, "just one more 
turn" echoing in my fevered brain. 


^WarCraft II: Tides 
dSiiOf Darkness 


It was all about the turn-based games for 
me— until WarCraft II. Former CGW editor 
(and now Blizzard employee!) Elliott Chin 
turned me on to this, and for months, I 
could do nothing else. Blizzard's first 


pDoom 

W An obvi- 
; ous choice, for 
sure, but with 
good reason: 
Even Id's previ- 
ous game, 
Wolfenstein 
[ 3D, did not 
prepare you 
for the glori- 
I ous, scary-as- 
I heck water- 
shed that was this game. Not only was 
Doom a wonder of level design and 
atmosphere, it also helped launch PC 
gaming's mod community— one of the 
most significant events of this industry. 

I still have floppies full of Doom WADs, 
somewhere in my house,... 



rW =1 


Bpuslisher: Electronic 
Arts RELEASED: 1987 SYS- 
TEM: PC, Tandy, Amiga 


playing, X-Com is the only game I've ever 
played for 36 hours straight without sleep. 


Bpublisher; Faster Than Light 
RELEASED: 1987 SYSTEM: Amiga, Atari ST, 


Without this title, I 
f ■ might never have made 
the jump from arcade 
rat to computer gamer. 
EWB set a standard for sports-game fea- 
tures that wasn’t equaled until High Heat 
2000 was released more than a decade 
later. My friends and I were obsessed 
with our Far/ league— played on an 
Amiga, of course, so we got not just 
color but actual voices as well. 


Forget Half-Life, any of the Dooms. 
and even System Shock— this is the 
game that got me to jump the highest 
out of my chair. The sense of a living 
world it created was perfectly distilled 
in that first insanely startling beholder 
attack. How powerful was Dungeon 
Master's spell? My wife watched over 
my shoulder every minute I played...and 
jumped higher than I did. 


More than 10 years after its release, 
we stilt hear of games that should be "the 
next X-Com." And we're stilt waiting. An 
absolutely brilliant blend of turn-based 
tactical strategy, global planning, and role- 


An argument for most perfect 
shooter ever: headcrabs. Surface 
Tension, Counter-Strike, the G-Man. 
Barney, the lethal beauty of a simple 
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4 EverQuest 

! resisted this— and all online RPGs 
—at first. I just could not see the appeal. 
But once I finally gave it a chance, I was 
sucked in big time— so much so that I 
ultimately had to quit cold turkey, like a 
guy quitting cigarettes, because all I did 
was think about this game. I miss you, 
Doofaeus, but I can never play you again. 
My wife would never forgive me. 


1 PC 


S ZorkI 

"You are standing in an open field 
west of a white house...." Ah, yes. To 
old folks like me, that might be the 
greatest moment in the history of PC 
gaming, infocom's seminal text adven- 
ture wouldn’t look much like a "game” 
at all to you young punks today, but 
you'd be wrong. This was gaming at its 
purest and most imaginative. It's been 
all downhill since Zork. 


crowbar, and the unholy / js 
marriage of my personal k n 
superhuman crossbow \ 1 
skill and the Bounce V 

deathmatch map. It's a \ 
daunting legacy— one even 
the incredibly polished sequel 
can't quite measure up to. 


BPUBLISHER: Electronic Arte 

RELEASED: 2000 
SYSTEM; PC 


Before The Sims, I relied I 
on RPGs to create virtual beings I 
I cared about, but Maxis' mas- M 
terpiece took my personal fi 

avatar emotional investment f/ 
to a new level. That this game If 
found a way to make the If 
seemingly mundane so addle- // t 
tive and entertaining is a jF 
testament to its genius. It ^ . 
also helps that you could Jf' ^ 
reduce people to chroni- f 
caliy pants-wetting 
drowning victims. 


I 


i 




KRISTEN SALVATORE 


1 Lemonade 
Stand 


You built up an invento- 
ry of the necessary sup- 
plies and ingredients, 
then sat back and 
watched your cus- 
tomers' reactions via 

thought bubbles. Nothing blew up or bled, 
but I still played the heck out of it. Does any- 
one know who published it originally? If so, 
drop me a line at cgwletters@ziffdavis.com. 


2 Karateka 

As straightforward a fighting game as 
you will ever find. Karateka's simple story 
(fight the bad guys, rescue the princess) 
and no-nonsense action (fight, fight, and 
fight some more) had me hooked for years 
after its graphics had been far outstripped. 


3 Tetris 

So simple...so gratifying...so #%&@ing 
addictive. I actually dreamed about it on a 
regular basis, and on more than one occa- 
sion, found myself mentally rearranging 
buildings on my college campus so they'd 
fit together better. Before I had Bookworm, I 


had Tetris— ar\d 
it was good. 


[Doom/ 



Fandango 

Both of these, of 
course, have shown 
up on others' lists 
(Jeff's and Darren's, to 
be precise), but to 
leave them off mine 
would be sacrilege. 

These two went a long, 
long way toward reinvig- 
orating my love of gaming at times 
when I might otherwise have seen 
my PC solely as a word processor. 


5 No One Lives 
Forever 

'vVith its swingin' '60s theme 
and hot, hilarious heroine, NOLF | 
totally won me over. It was the 
first time in a while that I'd got- 
ten a good laugh out of a game, 
and it was a damn decent FPS to \ 
boot. Like, I totally dug it, man— 
and still do. I recently reinstalled 
it on my PC at work. 




Oi-jblisiiLk: Sir-Tech BPUSLitn ir.F LucasArts s; 
Software 1901 rir.nsiitt:: 1998 PC ''' 

•ivui LH Apple II jniiwJIL. • 


L 

got me hooked on gam- 

ing and doomed-fne-to 
a life of nerd-dom. The plush black box 
promised adventures in ‘The Proving 
Grounds of the Mad Overtord." What I got 
was hoii’s in a darkened room m front of 
my Apple. Simple vector graphics (Whoa! 
Graphics?!) and a vivid imagination kept 
me playing and mapping out every level 
on graph paper. 




[bng many great graphic ad?en- 

? to’come along, Grim Fand^ago had 
the benefit of coming out laM wlRTthe 
best technology and Tim '"nieMad 
Genius" Schafer at the helm. The twisted 
humor and great film-noirish graphics 
hooked me. 




■rozen 
icy 

You wont open-ended gamepiay and free- 
roaming worlds? RPG strategizing? How 
about some action? Long before CW.vJiitJl** 
FreelarKer. or Diablo, there was SunDog. 

This game had it all; space exploration, 
pitched battles with space pirates, com- 
modity trading, and back-alley shootouts 
v/lth thugs. Want to see what you missed? 
Emulators await you online. 


Unreal To^urnament 

t denying the significance of the 
_original Dooin or the intricate storytelling 
^■^om Half-Life? Hell no. but when I played 
the first Unreal Tournament, somethinfl 
clicked, With easy-to-program bots. hogs 
multiplayer matches, inventive weapons, 
and. best of all, the invention of assault 
mode, It's an undeniable classic. 



[ididn't play many MMO games prior 
to City of Heroes, but along came a game 
that anybody could get into and. better 
yet. made you feel like an all-powerful 
superhero without unbalancing the game. 


What should you play today? Names 
in red indicate Editors’ Choice games 

Igame 


Allda 

Holiday 04 

Alexander 

03/05 ★★-.'d-T- 

Alpha Black Zero: 

12/04 -kk-kirb: 

Intrepid Protocol 




□ Scrapland 

Holiday04 

. ****-.'.- 

Arena Wars 

Holiday 04 ****■ • 

Armies of Exigo 

03/05 


Aura: Fate of the Ages 

10/04 


Axis & Allies 

01/05 

•frtrt,-..-.; 

Besieger 

09/04 

- - 

Beyond Divinity 

08/04 


Call of Duty: 

United Offensive 

12/04 

****-..• 

Campaigns on 
the Danube 

12/04 


Catwoman 

11/04 

★-.'nlniTi' 

Chaos Legion 

08/04 


Chris Sawyer’s 
Locomotion 

Holiday 04-*f.-'r>* 




□ The Chronicles of 03/05 

Riddick: Escape from 
Butcher Bay— Developer's Cut 
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Reuuincnoo 


1 GAME 

ISSUE 

RATING 1 

City of Heroes 

08/04 

****<- 

Codename: Panzers 

11/04 

■kirHr-: 

Conflict: Vietnam 

Ol/OS 


Conspiracies 

05/04 

■kiHHri; 

Crusader Kings 

08/04 


Crystal Key 2 

08/04 

•kir'ri'Hs: 

CSI: Crime Scone Invest. 

08/04 

★VnhWr 




□ Dark Fall l>: Lights Out Holiday 04 ****^' 


Dead Man’s Hand 08/04 irkirin'r 


Dead to Rights 04/04 iHrt-tci: 


Decisive Battles 01/05 

or World War II: 

Battles In Normandy 


Doom 3 10/04 

D Evil Genius 12/04 


FIFA Soccer 200S Holiday 04 


FlroStarter 06/04 ★★★** 


Full Spectrum Warrior Holiday 04 ***^-’': 


Galactic Civilizations: 12/04 ***^-.- 

Altarian Prophecy 


Ground Control II: 10/04 ****•" 

Operation Exodus 


Horizons: 05/04 

Empire of Istaria 
Immortal Cities: 01/05 

Children of the Nile 


Jack the Ripper 05/04 ★★**'> 


08/04 



FbizA $S it 
1 . souad.-±8isurc Suit 
' L^rey 2 was the first PC 
game l ever owned (OK, well, that nnd 
Csveman Ugh-fympicsY.M was a to my 
first exposure to graphic adventures— a 
genre that woulclSEComGj:ny obsession 
' for the nest five or so years. 



spent three'Stf 
{JO'S Pacific server,, vstha 
of a- mage named Ragnacok, end 
an insane garbage-picking thi<?f named 
Gamelon. 1 really dug the PVP-ooinbat, 
and 1 ran with some of the best guilds 
ever CBIacLHand and ^«ndred, i 
i i iffw ii <t!a fd v JJ 02? 


a to death, 

h some.. Noiin ot.tbc-soqueia maaag< 
to eaptuce txiesuilf tt>e-same way, and I 
still go fell to this onsfrooi-tfin© to time. 
Asdi still, to this day, l haveriever mafc 
aged to achi iwo Megalopoiis-level 



fhai Gabriel KnigM-was the first 
[ game-l-own£i£f an a CD-P&M, and it ties 
Sam & Max as my all-time favorite. 


BPi.ifcJLISHER: 
Mindscape 
RELEASED- 1988 
SYSTEM. Apple Mgs 




I PaperBoy 

Much of my 


CO 

u 


Much of my 
youth was misspent in 
front of my grandma’s 
computer smashing windows and terror- 
izing little girls jumping rope. Grandma 
wasn't too happy that 1 nearly broke her 
joystick twice, but the fact that I could 
never beat her score mollified her a bit. 
That and my sweet little-girl smile. 


to adraitihiat Star 
VVfers; Gafectic 
Battlegrounds got 
into the RTS 

genre...but Age of _ 

Empires II is what really sealed 
Sure.'there have been better games sinq 
theri. but this one deserves the credit g 
, turning me on to them. 

Humans taught me many valuable 
lessons, but most important, it taught me 
how to cheat. I can still remember copy- 
pasting Pot of Gold every time I became 
overzealous and low on supplies. Ah, 
good times, good times. 


4fi; 


RELEASED. 2004 SYSTEM PC 

Bookworm 

Forget Scrabble and Boggle: this 
game has taken control of my life. My 
dreams are plagued by Zs without any 
vowel in sight, and burning red blocks 
threaten to smoosh me every two sec- 
onds. My support group keeps encourag- 
ing me to be strong, but I always find 
myself thinking, "Just one more game." 


3 WarCraft: Ores 
and Humans 

At the tender age of 9, I played my first 
real-time strategy. WarCraft: Ores and 


Prince of Persia: 
"he Sands of Time 

Maybe it was the puzzles. Maybe it was 
the awesome combat. Maybe it was the 
Prince ripping off his shirt. Whatever it 
was, this game dominated my life for 
hours on end; never before had I felt 
such a connection to an action game. 


Prisoner of 
Azkaban 

The crushing realization 
that not everything car- 
rying the Harry Potter 
trademark is good was 
the moment I crossed 
the threshold of 
adulthood. What 
I wouldn't give to 
go back. 
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Reoiindioo 


One gnome’s journey through by jeff green 


C iown time is over. 

For Eggbcrt. Iho past 30 days in 
World of WarCrnft have been days 
of woo, days of struggle, days of 
ganking. and days of death, There's also 
been quite a bit of keyboard pounding, os 
well as late-night bouts of existential angst, 
in which 1 wonder, while tossing and turning 
under the covers, exactly when and how my 
life wont so wrong that this is what I do with 
all my free tune, latfier than, say. water-ski- 
ing witli Audrey Tatou along the French 
Riviera. Then I remember that gnome war- 
locks don't oven have a water-skiing ability, 
not at level 28 anyway, and I stop with that 
nonsense and get back to work. 


C3With my new gloves and shoulder 
pads... I am ready for the Cure concert. 


HOURS 60-120 . 

Most of this month, as 1 clow my way • , 

through the 20s, has been spent in the wilds 

of Duskwood, and most of that time has ' 

iDGon spent dead, as 1 stubbornly refuse to 

gl»o up on Iho quests at the Raven Hill “ ' j's'” "tV •»« >o Van Cloef. This quest v.ill 

, , end tragically for me. 

graveyard oven though they ro 

clearly too much for me. it doesn't ' " '*•' 

help that nearly every monster in 

the whole area aggros, and th.it 

most of them are immune to Fear, 

one of my ciieapest and best war- , 

lock tricks. However, if one is going '* 

to die repeatedly, one might as well ■ . S. ■ ./ ’ V 

do it in a graveyard, as Grandma 
always used to say. All I know is. 

if I never have to do tiio 9 

Darkshire/Raven Hill corpse 

run ever again, I'll be a fiappy ^ 

little gnome. ' 

To lick my wounds. I spent the 
time around levels 23-27 back in a 

I ’ ■ JJ T 0 T1 

couple easier areas, cleaning up 

quests I never tinlshed The “"hen life (or WOm has you down, go kill 

' , . , , , some raptors. 

Wetlands are tons of tun, and my 

questing around the excavation site yielded me. in one play session, a couple excellent 
drops: a Demon Band ring, which gave mo +4 strength, +2 stamina, and +2 spirit: and 
Sage's Gloves of the Whale, which gave mo 26 armor and a -i-S boost to spirit and slami- 
ivi. The only problem with those gloves, as nice as they are statwiso. is th.it they arc a 
bit. ..fey. These arc the kind of gloves you'd wear while listening to Bello and Sebastian 
and smoking clove cigarettes. Not that there's anything wrong with that. 

Finally. <ifter spending forever avoiding grouping with other people— since, for the 
most p<'irt, I hate other people— I did bite the bullet and join a group of French players to 
try to take down Van Ci(?ef tn tlie Deadmines, My professional analysis: That is one big- 
ass dungeon. It took us hours, literally, to make our way to Van Cleof himself. The smell 
of victory was in the air. (Or maybe that was just the French people.) And then? At Iho 
moment of triumph? As Van Cleof's hit b.ar slowly went down? My connection died. I 
was cut off. Booled Irom the server, All that work lor nothing. 

Eggbcrt soldiers on, but man, this montli kinda blew. O 


X 

I ■■ Je*. sn 

DWhon life (or WOW) has you down, go kill 
some raptors. 


1 GAME 

ISSUE 

RATING ■ 

Joint Operations: 
Typhoon Rising 

09/04 

A A A A ^ 

Kohan H: Kings of War 

12/04 


Kuma\tAAtf 

09/04 

A'* A A ft 

Lelsur* Suit Lany: 
Magna Cum Laudo 

Holiday 04 ***** 

Lineage II: Ttie 

Chaotic Chronicle 

oe/04 

***** 

Madden NFL 2005 

Holiday 04 ***** 

Medal of HonoR 

Pacific Assault 

01/05 

***** 

Men of Honor 

01/05 

ftAftftft 



rm' - 


a Missing: Since January 

10/04 

***** 

Myst IV: Revelation 

Holiday 04***** 

NBA Live 2005 

03/05 

***** 

NHL 2005 

01/05 

**Ali|ft 

NHL Eastslda 

Hockey Manager 

03/05 

ft** A ft 

Perimeter 

09/04 

AAAA* 

Pitfall: The Lost 
ExpedldOR 

01/05 

***** 

The Political Machine 

11/04 

***** 

Port Royale 2 

12/04 

***** 

Prince of Persia: 

Warrior Within 

03/05 

***** 

Rome: Total War 

Holiday 04***** 






Uf, 



□ The Saga of Ryxom 

01/05 

***** 

Secret of the Silver 
Earring 

01/05 

***** 

Shadow Oj»: Red MercuryHoliday 04 ***** 

Shadowbane: Rise of 
Chaos 

04/04 

***** 

ShellShocIc Nam '67 

09/04 

AAftftft' 
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1 GAME 

ISSUE RATING 1 

Shi«lc2 

09/04 ***** 



0 Sflwit Hill 4: Tlw Room 

0V05 

»*•**•* 

Tho Sims 2 

11/04 


Slnglot: Flirt Up Your Uf* 09/04 

***** 

SotdlorKHoroMOfWWII 11/04 

***** 

SoldiMf: Socrot Wars 

10/04 

***** 

Spicl«r*Man2 

n/04 

***** 

SpHntor CoH 

Pandora Tomorrow 

06/04 

***fr* 

Star Chambof 

05/04 

***** 

StarWM 

BaWofront 

Holiday 04****rv!r 

TlwSuffarIng 

10/04 

***** 

Thiof: DoatOy Shadows 

09/04 

***** 

Tlsor Woods PGA 
T0ur2005 

Holiday 04***** 

'FTackManla 

10/04 

***** 

Tribas: Vongoarreo 

Holiday 04 ***** 

TTuaCrimo: 

Straots of l_A. 

09/04 

***** 

Untvarsal Combat 

10/04 

***** 

Urtraal Tournament 2004 06/04 

***** 

Virtual Skippar 3 

10/04 

***** 



aWant*d:Awnd Holiday 04 

AdvMitur* 


War In the Pacific 

11/04 

***** 

war Over Vietnam 

Holiday 04'***i‘* 

war Timas 

08/04 

***** 

Warlords Battlacry III 

08/04 

***** 

World Soccer Winning 

10/04 

***** 


El«v*n 7 International 



WHAT’S UP WITH lUP? 

A few words from lURcom’s editor-iivchief 


H £|fl|^Oycr the Ocisl tow months, IVo LriocI tu ijivo rcgul.ir 
I Ireoders of CGW o good sense of some o( the cool 

I stuff you con do on lUP, nnd I hope by now, cill of 

f.' -'aW ^ signed up end stnrled your own blogs. Por tlioso 

of you who hcivon'l yet, I wanted to offer one final sutjgos- 
' V* *"" “" v Hon; just try it. Seriously, just give it a shut. 

H \ Blogging IS inlcrosling. Weic It not tor lUP, I piobably 
I H ~ would have never blogged myself— it just didn't seem to bo 
I _ iny sort of thing. Writii^g o luurnal about yourself lor every- 

• one to read? Yikes. Why would I over want to do that? I get 

I T enough strange e-mail as it is. But as I quickly learned. 

1 C blogging doesn't have to just be about you— it can he about 

whatever you want it to be. Blogging is about what's on 
your mind: it's about expressing your opinions, venting your 
frustrations, or trying to inform olheis. Some people use 
** their lUP blogs to review games, others use therm to com- 
ment on news, and still others even use theiti to discuss 
politics (ahem), 

■ Even after having had my blog for over half a year, I can't 

B say that I'm iOO percent comfortable with it. Of course, 
actually finding time to update it is probably my biggest 
issue, but even figuring out what sort of stuff to incluck? can 
^ I' be a tod unnerving at times. 1 mean. v;hal do I hvive to say 

that I think is so important that people would want to read 
about It? I've found it's best not to think about it loo hard and just write wtwt 
comes naturally, Blogs are supposed to be casual, so I find il's best to write Ihi’m 
as it I was c-inailincj a friend. 

One cool nc?w addition to lUP is a feature wo call the Blog ol ftio Day (htt|j;//blo- 
goltheday.lup.com). I highly recommend checking it out foi an idea ol some blog 
possibilities. This is likely going to bo the final column I write foi CCW ('at h.'.isl in 
this format— CGkV has some cool surprises in store lor next month), so I invite you 
to continue reading my ramblings at capnsmak IUP.com, But only if you agieo lo al 
least try to blog yourself. CiSam Kenneciy iittp://copnsmak.lUP.coiTi/ 
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1 CHECK OUT I I 


CGW’S 

HALL OF INFAMY 


Because even wb can’t be right all the time 


0 As we look back on the past 2S0 issues of this glorious publication, we find many 
things to be proud of. Other stuff...well, what can we say? Maybe we were drunk at 
the time. How else could you explain the following? 



Q The Vampire cover 

Back in April 1999. someone on staff (and no, they're 
not here now) thought it would be a bold new 
direction for CGW to put a half-naked real woman on 
the cover rather than our usual half-naked 3D 
polygonal elf woman— sort of like Maxim but less 
classy. Needless to say, the National Organization of 
Women cancelled its subscription. 

Pom ad 

If you need any more proof that this magazine is not, 
in fact, the New York Review of Books, how about 
the fact that for years we ran ads for porn CDs in the 
back? At least, we think it was porn. Or maybe 
Baby's Got Butt was actually an educational toilet- 
training CD-ROM. 

B Oh yeah, it was special 

'Trespasser: Jurassic Park may well be as 
revolutionary in its genre as the original Jurassic Park 
film was in its genre, ..[it has] the most realistic world 
ever explored in a computer game.... We're convinced 
that Trespasser is going to be something special." 
CGW cover story. March 1997 
Yeah, it was so special that by the time it came out, 
we gave it a whopping one star and named it our 
Coaster of the Year. We’ve made bad calls on which 
games to feature on our covers over the past 250 
issues (hi, Slave Zero!), but this one was one of 
the worst. 

How not to sound smart 

"Electronic Arts is attempting to Jump into the 
forefront of the microcomputer software field as an 
immediate success, much as the goddess Minerva 
leapt full grown from the brain of her father Zeus." 
CGW, October 1983 

Not only is this a perfect example of the kind of 
pretentious writing we used to think constituted 
good journalism, but we further embarrassed 
ourselves by not even getting the pretentious literary 
allusion correct. (Um, that would be Athena, not 
Minerva, kids.) Luckily, no one probably read the 
article, since it was about some no-name company 
no one's ever heard from since. 

B Bad ads 

Like we keep telling you people, we have no control 
over the ads that go in this magazine. And even 
though we might agree that they all suck, some suck 
worse than others. To wit. this ad for Blood, in 1998, 
which, not surprisingly, upset more than a few angry 
parents. Or. if you don't think that’s bad, how about a 
"bad-ass” football game that calls you, the consumer, 
a "douche bag"? Yep, nothing but class around here. 


DESERT 

ISLAND 

GAMES 


© You’re stranded on a desert 
island with only five PC 
games...which ones? E-mail us at 
cgwlettersaziffdavis.com with the 
subject "Desert Island Games” (along 
with your name and city/state) and 
give us your picks! 


Quest for Glory 

I c.in spend countless hours practicing 
knife throwing, drinking dragon's breath 
at t)io bar. and flirting with tho blond 
contain girl Aiv the social life.. . <wcop> 

Wing Commander 3; Heart of the Tiger 

Willie yetting my L33T tlying skills in 

shape. I can watch 

Mr. Hamill m the Ix'St 

role he's ii,acl since - • 

Luke SkyWiilket. Now. ^ 

where's my coconut' 




MechWarrior 2 

I'm a sucker lor the tune period, tradi- 
tional war games, and the ability to play 
"what if?" games with a scenario editor. 
Ag,iin, Iheio are lots of ways to stave 
off boredom. 


The Curse of Monkey Island 
Desert island versus 
Monkuy Island? 

Monkey Island is much 
more fun, with dead 
piiates, clevil chickens, 
and a talking skull 
nam<?d Munay. Why 
does my tummy feel funny'?! 


SimEarth 
After discovering 
coconut milk is a nat- 
ural laxative and nam- 
ing a skull-shaped 
lock Murray, m,aybe I can finally figure 
this game out! 

Jared Greene 
Aurora, CO 




^ ■ 

A. ' 
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Tom us. Bruce ss: 



I ruce: Back In 2002, I spent a 
1 month In South Korea watch- 
I ing the World Cup. I brought 
I back a bunch of StarCraft 
comics, cookbooks. Intimate apparel, 
and whatnot. This got Tom thinking, and 
when we were looking for a game this 
month, he suggested we write up our 
own non-Korean StarCraft fan fiction. 

Tom: That's partly correct. I did suggest 
StarCraft, but for three reasons that have 
nothing to do with writing fan fiction: 

1) It’s a very slow time of year, so unless we 
thought of some cool retro game, we were 
going to end up playing that awful Playboy: 
The Mansion thing to see which of us could 
publish the sexiest issue, 2) I was curious to 
see how this seminal RTS has held up over 
the years, and 3) since it's an RTS. it's 
going to be an easy win for me. Remember 
how badly Barack Obama beat Aian Keyes 
last November? It's going to be like that. 

Bruce: Nonsense. 

Tom: I should admit that I practiced a 
little. I know Geryk considers this cheating. 
In fact. Geryk calls it cheating whenever 
I do anything that gives me an edge, 
whether it's reading the manual or installing 
a trainer that gives me unlimited resources. 
He's very touchy that way. But to refamiliar- 
ize myself with the game, I logged on to 
battle.net and was surprised to discover a 


bustling multiplayer community, which I 
promptly joined by jumping into a one-on- 
one game that lasted all of about eight 
minutes. Remember how badly Alan Keyes 
was beaten by Barack Obama last 
November? It was like that. So then I 
played a game against the A.)., which is 
ruthlessly efficient, vicious, and— as I dis- 
covered when I watched the replay— knows 
exactly where all your units and buildings 
are. I have no idea what a casual 
StarCraft-er is supposed to do if he doesn't 
feel like playing the campaign. Fortunately, 

I have Bruce to beat up on. 

Bruce: I chose the Americans because 
given how things have been going in the 
world lately, this pretty much ensures that 
I'm going to win. Big. So I just start clicking 
on the button that builds robots, secure in 
the knowledge that these robots will get 
together and figure out what to build and 
how to go about kicking Tom's ass in the 
most efficient manner possible. 

Tom: If any race in StarCraft is America, 
it's the protoss, whose units are more 
expensive but more powerful. The terrans 
have some nice firepower, but protoss 
survivability is unparalleled. At least that's 
what I learned by reading the unit data and 
strategy tips in the StarCraft compendium 
that Blizzard maintains online. The manual 
is only partly helpful, packed as It is with 


B Disruption 
webs shut 
down Bruce^ 
ground troops. 


backstory and flavor text. But the com- 
pendium offers all the hard facts you need 
to establish that the protoss are the 
Americans, the zerg are the Russians, and 
the terrans are, I dunno, China. Or maybe 
Iraq, but with actual WMDs. 

Bruce: I’m starting to suspect these 
American robots were actually imported 
from France, because they don't seem to 
be very good at doing anything by them- 
selves, In fact, instead of figuring out how 
to put their roboty skills to good use 
on their own, they all end up standing 
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BTom 

■ Last month: 

Tom made that scurvy 
dog Bruce walk the 
plank in Sid Meier's 
Pirates! 


I 


B Bruce 

Last montli: 

Bruce spent most of 
his time in jail while 
Tom conquered the 
high seas. 



around unless I lead them by their little 
mechanical hands. 

Tom: in the world of real-time strategy 
games, we call this micromanagement, 
which has come to be a dirty word. Later 
games will try to minimize it, but devel- 
opers like Blizzard and Westwood have 
built games around it. almost as if it were 
one of the resources, like gold or Vespene 
gas. If I want my corsairs to use their dis- 
ruption web or my reavers to replenish 
their scarabs, I have to press a button to 
make it happen. StarCraft is from a time 
before autocast. 

Bruce: Based on what I've been hearing 
from a few of my very well-connected 
sources, apparently at one time people 
really liked this game. I'm not really sure 
how that’s possible. Not only are these 
robots not smart enough to find something 
to do on their own, but there isn’t even any 
way to select idle robot worker droids with 
hotkeys. This is a feature I'm pretty sure has 
been in every real-time strategy game since 
Battleship. Leave it to the geniuses at 
Blizzard to remember to put a Find 
Minerals key into World of WarCraft but 
forget to include a Find Lazy-ass Socialist 
Robot key in this one. 

Tom: We’re playing on Lost Temple, 
which Is a popular ladder map. Each 
player starts on a plateau with a single 
access ramp, so it's easy to close yourself 
off from nonflying units by setting up 
defenses around the ramp. I’m not going 
to bother doing this, because Bruce is too 
timid an RTS player to actually attack me. 
However, in our few test games, Bruce 
learned to set up defenses after being 
zealot-rushed a few times. So for our 
real game. I'll just close him in and let the 
principles of economics run their course. 

Bruce: Tom’s best strategy In this game 
has been choosing the protoss, which is 
some kind of race of space Germans. All of 
their units are really tough and don't seem 
to have any disadvantages except that they 
don't work well when it gets coid. Since 
another of Blizzard’s incredible errors way 
back In the day seems to have included 
forgetting to put in a Stalingrad map, this 
makes the protoss pretty much invincible. 

Tom: OK, I can accept being the 
Germans. What Bruce may not realize is 
that the protoss units are expensive. In the 
world of StarCraft. you get what you pay 
for. I’ve got observers running patrols over 
the map, and I see that Bruce is setting up 
a second base. Meanwhile. I've had a sec- 
ond base going as well as two additional 
assimilators bringing home the Vespene. 
Since Vespene gas is a limiting resource for 
anything but the most basic units. Bruce’s 
two refineries mean he won’t be able to 
keep up with my four assimilators. 

Bruce: A helpful hint Tom gave me in one 
of the practice games was that StarCraft is 
all about collecting a ton of resources. The 


ES Bruce vainly tries to fire a yamamoto pistol. 

clear implication was that if you collected 
enough resources, you won automatically, 
so that would conveniently save me from 
having to learn what any of the units do. 
Unfortunately, this seems to have been Just 
another one of Tom’s lies. At least I built a 
ton of those missile-turret things to fend off 
those long-headed guys he always sends at 
my base five minutes after we start playing. 

Tom: As I crank out a token force of 
zealots and dragoons, I station them at 
the bottom of Bruce's ramp. This will 
keep him from trying to break out onto 
the map any farther. It’ll also keep him on 
his toes. There’s nothing that says "I’ve 
got my eye on you" like an army hanging 
out at your doorstep. 

Bruce: Once I had my own little Maginot 
Line securely around my base, I felt com- 
fortable enough to send some lazy robots 
out to establish another base. However, 
thanks to either bad scouting on my part 
or bad game design on Blizzard's, I had 
completely missed a Vespene gas resource 
right below the ramp that leads to my 
base. Tom didn't, though, and now he's 
parked there, effectively splitting my two 
bases with a bunch of space Germans. So 
it's like I have my own little Stalingrad 
pocket, except kind of in reverse. Man, 
this is getting confusing. 

Tom: Now that I’ve got observers doing 
recon on the map, my robotics facility is 
building a reaver. This will let me bombard 
Bruce's base from a safe distance. A pair of 
stargates are on their way to bring in some 
corsairs with disruption webs to shut down 


C3 Tom's carrier, Zulkaku, moves In to slaughter 
some helpless marines. 

Bruce's turrets. I'm keeping my forge busy 
researching improved plasma shields, which 
guarantees my already formidable units will 
be able to take a lot of punishment 

Bruce: My version of Team America: 
World Police is a couple of wraiths and a 
single battlecruiser. Figuring that America 
can do anything simply because it is 
America, I lasso these guys and some 
marines and just ciick on Tom’s assorted 
intergalactic Nazis. Have fun dying, 

Herr Chick. 

Tom: The battlecruiser is indeed impres- 
sive. The fully charged disruption webs on 
my corsairs can’t shut it down, since the 
webs don’t work against flying units. I don’t 
realize this until I’ve already laid the webs, 
which is what 1 get for not studying up 
more on what does what to whom. 
Apparently, Bruce hasn’t studied up on 
this either, because he marches a group of 
about 10 marines right into the web. where 
they obligingly stand around while my 
zealots slaughter them. Meanwhile, my 
handful of dragoons and the corsairs’ 
rapid-fire neutron flares whittle away at 
the battlecruiser's hit points. Bruce finally 
pulls it back, but it’s so slow that I have no 
problem chasing it down and killing it. That 
can't have been cheap for Bruce. 

Bruce: One of the things I researched in 
one of these million buildings I accidental- 
ly built was something called a yamamoto 
gun for my battlecruiser. Sadly enough for 
American interplanetary hegemony, you 
apparently have to be Dr. Derek Smart, □ 
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TOm us. BRUCE 


O Esquire to fire it. That’s probably due to 
the detailed simulation of the control sys- 
tem. At this point, ! have to assume that 
the only parts of the map that don't have 
Tom camped out on them are the parts I 
can see Tom isn’t actually camped out on. 
Fortunately for me, one of these has a 
Vespene gas deposit. Unfortunately, it’s on 
the other side of the map. I grab a few 
marines and one of those buildy-bots and 
send them off on what is sure to be a sui- 
cide mission. 

Tom: Hey, look, little signals on the mini- 
map near my main base! For a moment, I 
wonder if Bruce is actually attacking me. 

No such luck. He’s just got a few marines 
accompanying an SCV to try to set up a 
third base. I divert my newly constructed 
carrier, which was drifting to my army’s 
marshalling point at the foot of Bruce’s 
ramp. A small squadron of interceptors 
starts strafing his units, none of which can 
fire back. 

BriKe: I think my units are broken, 
because a lot of them are just standing 
around while Tom kills them. It’s like they 
know that Tom is good at these games, so 
why bother trying— we'll all be back in the 
game box in a few minutes, so hey, why 
break my back, eh? Sorry, that was a bit of 
StarCraft working man’s fan fiction. 

Tom: Since Bruce can apparently spare 
the resources to try to set up a third base, 

I'd better slow him down. My reaver pops 
off its scarabs at the missile turrets he has 
guarding his expansion base, it takes only 



□ IntBf C eptofi ^Hit down Bnice^ 
V^speiM gas refinery. 



Q Protoss observers l»ep watch to m^te sure 
Bruce doesn't actuafly develop an ecoiwmy. 



two scarabs to destroy a turret, and I'm 
pretty sure they've got the range to hit 
Bruce from outside his line of sight. The 
carrier hangs back to provide interceptor 
cover if 1 have to pull the reaver back. 

Bruce: Here's a weird thing: Every time I 
scroll away from my base to check some- 
thing and then scroll back, one of my struc- 
tures has blown up. Blizzard was kind 
enough to remind me how much I suck at 
this by having my structures stay on the 
map as rubble, which is a real confidence 
booster. Because I can’t see what Tom is 
attacking me with, I automatically assume 
he is cheating. 

Tom: Since I’ve got my army parked at 
the ramp leading out of Bruce’s main base, 
he won’t be able to do anything to rescue 
his expansion base. My reaver mops up the 
last of his missile turrets, and then I send in 
a few zealots to mop up at their leisure. 

Bruce: One of the really annoying things 
about this game is the unit acknowledge- 
ments, which seem to reveal a deep hatred 
of America by suggesting that the only 
people among us who will ever make it 
into space will be uneducated, vulgar 
hicks. The guy in the battlecruiser was 
really annoying me, which is why it’s great 
Tom took care of that for me by killing 
him. 

Tom: Now that those big things are out 
of the way, it's time to turn my attention to 
Bruce’s main base. Trying to get my units 
up the ramp reminds me how frustrating 
bad pathfinding can be. Everyone gets 
gummed up trying to move through nar- 
row areas, so some units start working 
their way along the base of the plateau— 
it’s like herding cats. Eventually, I have to 
move a few units up at a time. Then I have 
to set up my units without the benefit of 
any sort of autoformation. This sort of 
baby-sitting is one of the biggest prob- 
lems with going back to an older game like 
StarCraft. 

Bruce: One of the reasons I’m sure Tom 


chose this game is that he’s used to games 
that have crappy graphics with fixed reso- 
lution limits. I'm much more picky about 
what I play and thus am easily unnerved by 
this. Plus, which genius made it so you 
could only see like two feet in each direc- 
tion? Thanks, Blizzard genius art design 
guys, but I don't really need to see the 
space Germans up that close. 

Tom: The 640x480 resolution is an 
obstacle at first, mainly due to the limited 
viewing range. But eventually, I got used to 
the coarse resolution and started seeing 
what Blizzard’s artists were doing. I have 
plenty of units now, and I'm confident I can 
overwhelm whatever defenses Bruce can 
afford. But I'd rather use a bit of finesse, so 
my reavers and the interceptors from my 
two carriers pick off the missile turret he's 
got on one side of his base. This clears the 
way for the squad of six dark templars I’ve 
built. These guys attack slowly, but they hit 
really hard. And they're cloaked. Since 
Bruce doesn’t seem to have a science ves- 
sel, the only way he'll be able to see my 
templars is if they stray too close to one of 
his turrets. With a bit of careful guidance, I 
bring them in to slaughter his SCVs and 
then start working on his command center. 
This will be over shortly. 

Bruce: Tom is all big into the movies and 
whatnot, which is why I think he’s doing 
whatever it is that makes me see that 
predator effect where everything is all see- 
through and blurry and then a horrible 
monster kills you. Except in my case a hor- 
rible monster is killing all my buildings and 
my French marines can’t or won't do any- 
thing about it. I'm pretty sure the whole 
predator trick is a tribute to Tom’s state 
governor, whom I know he likes a lot. All I 
have to say is this; Can you believe that 
the same company that made World of 
WarCraft made this game? It's like if you 
found out that Andrei Tarkovskii had also 
been a porn director. Oh well, 

Tom wins. SS 
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Old Faithful 

Gordon who? Can% you see I’m playing Bejeweled2? 



D recently had the pleasure of 
replacing my home PC with a 
beefy new state-of-the-art gaming 
rig sporting a snazzy flat-panel 
monitor, a killer audio setup, the lat- 
est/greatest/fastest videocard, two 
gigantic superquiet hard drives, and 
what I like to refer to as an absolute 
ape assload of RAM, because If you 
can't alliterate pointlessly, why alliter- 
ate at all? Finally, I have a machine 
up to the task of playing all the latest 
games In all their cutting-edge techno- 
logical glory. What would I Install first? 

Talk about a no-brainer: Diablo II, Pro 
Pinball: Big Race USA, Civilization III, 
and the text-based spreadsheet game 
Hollywood Mogul 2 'Nere installed in 
minutes. Zuma Deluxe didn't make the 
jump because— to my surprise— it seems 
those 12-step programs really do work. 
Well, that and there's a brand-new 
Bejeweled that has sunk its greasy 
barbed talons into my brainmeat. Just in 
case you're wondering, yes, I have 
moved my Half-Life 2 and Doom 3 and 
Riddick saves from the old machine, but 
here it is three weeks later and I still 
haven't actually installed those games. 
I'm sure I will. Probably. I think so. I just 
don't know when. Most likely once I'm 
done tearing through my closet trying to 
locate my copy of Baldur's Gate II. 

Oh. sweet Mistress Irony, how very 
ironical thou arti Here I am possessed of 
a fire-breathing behemoth of a gaming 
machine and I'm whiling away my mid- 
nights clicking through the ugly-even- 
for-a-decade-ago font vomit of 
Hollywood Mogul 2. Battle for Middle- 
earth languishes on my cluttered desk 
while the Methuselahan StarCraft spins 
happily in my DVD drive. All the newest 
software and hardware at my disposal 
and yet I'm spellbound by Big Race USA, 
a 6-year-old version of an even more 
aged arcade gaming pastime. I'd ask 
what is wrong with me. but fortunately I 
am married, so I have a professional 
questioner of self-worth at my disposal 
24 hours of every long, tortuous day. 

"For the love of God," my wife 
exclaims, "don't you ever get tired of 
that old stuff?" She has a point— as do I 
when I observe that I've known her since 
high school and that perhaps she should 
be grateful for my fondness for all things 
aged, obsolete, and played out. Prestol 
She's gone (along with the kids, the car, 
the dog, and the title to the house). 


But like I said, she has a point. If my 
rationalization for upgrading Is predicat- 
ed on the demands of the latest games, 
why am I wallowing in the oldest 
games? I think it has something to do 
with the fact that I like these games. No, 

I love these games. These are the games 
I come back to again and again; these 
are the palate cleansers that scrub my 
gaming taste buds clean. Granted, it's 
difficult to picture Diablo himself as a 
light melon sorbet with hints of rose- 
mary, but The Lord of Alt Evil is just that 
for me. After sinking some 300 obses- 
sive hours into City of Heroes, nothing 
quite wipes the brain and readies the 
critical faculties for reviewing Vampire: 
The Masquerade— Bloodlines like three 
days straight of chopping up the 
burning dead— both in my backyard 
and in Diablo II. 

"But why," queries the Post-it stuck on 
the divorce subpoena, "are you playing 
'palate cleansers' now, when you're not 
between games but are in fact breaking 
in a new computer?" Fair enough, you 
ceaselessly hectoring harpy, I muse in 
the storage shed I now cal! home. Why 
indeed? Because in a truly pathetic way 
I love these games. Pathetic not because 


I am repeatedly obsessed with these 
games (though I am), but pathetic 
because I want to nurture and care for 
every one and zero on those CD-ROMs. 
Every time I trigger the multiball feature 
in Big Race USA and all four balls are 
spinning and bouncing and banging 
smoothly around the playfield, I ask the 
game, "There,. .isn't that better? Don't 
you like it here more?" I want to pre- 
serve these games: I want to be there 
for these games the way I want them to 
be there for me. More than anything, I 
want these games to be happy, and so, 
as my wife's lawyer has repeatedly 
pointed out, I am insane. And I'm OK 
with that, if rationality prohibits me from 
playing through Heroes of Might and 
Magic III for the 26th time, then I want 
no part of it. The newest and shiniest 
games will worm their way onto my 
sparkling dual hard drives soon enough 
anyway; for now. I'm happy— no, I'm 
elated— to be conquering the world yet 
again as a militaristic Socialist super- 
power in Civ III. Besides, if Painkiller and 
the new Tiger Woods golf game play 
their cards right, they might be the first 
things installed on the next computer 
I buy. QRobert Coffey 
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Ihe all new Trinity from NZXT 

just sexy. 

temperature display 
stealth side panel 
screwiess design 
steel plated 
silent 


TRINITY 

Classic Series 




WWW.NEWEe6.COM 


/ <^'CyberR>wer Inc. ' '' 

— WWW.CYBERPOWERINC.COM V 


1igerDipecl.Gani mmocEnLE^ 


iBUVPOWER 

WWW.iaUYPOWER.COM WWW.TIQERDIRECT.COM WWW.MlCROCENTER.COM 



STAR WARS GALAXIES 
DARK AGE of CAMELOT 


LIMEAGE II 


Increase Enjoyment With New In-Game Wealth & Items 
Saf^Secure and Reliable Transactions 

24/7 INSTANT DELIVERY 


.com 


WORLD of WARCRAFT 


SECOND LIFE |r“r'-|- || EVE ONLINE 

SHADOWBANE CV Ell iJELICJ 1 II CITY Of HEROES 

ANARCHYONlIfNE FINAL FANTASY XI 


Buy Sell & Trade 

Accounts and - 
Currencies 

In Your Favorite 

MMOG 




